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Editorial. 


Passing the Torch to a new champion. 


I wrote before when hailing the arrival of a new editor at TrollsZine way back in 2012 (TrollsZine number 4 if 
you are moved to read it). That editor, Dan Hembree, was excellent, producing 5 editions of our magical zine 
before passing the torch on in his turn. 


I am more than delighted that after Bill Pitcher and myself decided it was time to step down after our second 
stint, the brilliant Dan Dalton stepped forward. He had already graced the zine with wonderful drawings, and 
his skill, enthusiasm and professionalism instantly impressed. 


I wish him, and all the other contributors to our wonderful magazine, in my not so humble opinion, the very 
best at bringing fantasy gaming to the world. I want to single out Bill Pitcher and Sid Orpin for their own sup - 
port of the zine while I was one of the editors — both professionally and personally I would have been lost 
without them. 


I will also , just as an aside, congratulate Dan Dalton on his first name, a good omen for a Trolls Zine editor if 
ever there was one. 
I look forward to reading TrollsZine number 14 with great anticipation. Happy Trollmas everyone. 


-Dan Prentice 


TrollsZine is the last and longest surviving fan-supported ezine dedicated to Ken St. Andre’s often overlooked 
RPG system. When Dan asked if anyone wanted to take the reins from him, I volunteered. One, because I’m 
completely insane, and two, it didn’t seem right to just let that legacy die. I’m insane because I’ve never done 
this sort of thing before. I’m just an illustrator with only a bare minimum of design ability somehow acquired 
when I wasn’t sleeping in class at university long ago. My almost nonexistent editorial abilities are quite embar- 
rassing. In fact, if it weren’t for spellcheck and Sid Orpin, this editorial probably wouldn’t be legible to most 
normal humans. 


However, I am passionate about TrollsZine. The first thing I decided was to change the layout and design of the 
magazine and move it toward a slicker, more professional look. My hope is that this new direction will appeal 
to a wider audience and maybe help bring in new players. Putting this thing together is a daunting task, and I 
have nothing but respect for those who came before me. Dan Prentice, I’m confident in saying, will not be wan- 
dering too far away, as this is a learning experience for me, and I need all the help I can get. So, I’ll be leaning 
on his expertise for some time to come. Dan also mentioned that he’d like to submit an article or two to Troll- 
sZine in the future, and I’ve decided that this constitutes a promise, and I’ll do my best to hold him to it. 


Dan isn’t wrong about Sid Orpin; if not for him, this might have been a disaster. I cannot thank him enough; 
this is just as much his work as mine. I think I’ve blabbered enough, so here it is, I hope you guys like it and I 
promise I’1l do my best to maintain these standards for as long as I have control of the magazine. 

-Dan Dalton 


Abbreviations: Here is a guide of common abbreviations found inside TrollsZine and what they mean. 


STR — Strength SR — Saving Roll GP — Gold Piece 

DEX - Dexterity MR -— Monster/Mankind Rating SP — Silver Piece 

CON - Constitution HPT — Hit Point Total CP — Copper Piece 

LK - Luck AP — Adventure Points T&T — Tunnels & Trolls 

IQ/INT — Intelligence EXP/XP — Experience points M!M! - Monsters! Monsters! 

CHR — Charisma LV — Level MSPE - Mercenaries, Spies & Private eyes 
WIZ —- Wizardry L# — Level number. L3 is level 3 TTYF — Take That You Fiend 

SPD — Speed L#SR - Level of difficulty for a Saving roll. A L3SR is NYSMNYD —- Now You See Me Now You Don’t 
WT — Weight HT —- Height a level 3 saving roll '-Feet "-inches m- Stop 
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Che Village of 


SkKogHeim 


© 2023 By Steve Crompton & Ken St Andre 


This is a PREVIEW of the new adventure that is being added to the latest Monsters! Monsters!™ 2.7 rulebook coming soon! The 
readers of TrollsZine will be the first to see it! This adventure has been written to connect directly with The Ruined City of Gaelka ad- 
venture, which is also in the new 2.7 Monsters! Monsters! ™ RPG. Note this is not the complete adventure, there are still some stats to 


add, but there is certainly enough here to run a brief scenario or at least to read and enjoy. 


SkogHeim is located at the foot of the mountains, near the main kingdom of Gristlegrim on the world of Zimrala. This is the new 
world where Ken St Andre is placing all adventures for Monsters! Monsters!™ For more details on Zimrala, be sure to pick up the 
Monsterary of Zimrala™ (or the free Zimrala preview) now on drivethrurpg.com (Look for Trollgodfather Press). You can also visit 
our official website at www.monstersmonsters.org 


Miniature Map Details 
1 - Farmhouse 
2 - Chapel 
3 - Owner/Mayor/Records 
4 - MAGIC SHOP 
5 - SKOGHEIM INN 
6 - Farmer’s Market (food) 
7 - Healer/Apothecary 
8 - TRADING POST 
9 - TAVERN 
10 - Stables & Blacksmith 


Building Descriptions 


4: MAGIC SHOP 

Like most of the village some kind of fight 
or wild search was conducted here. Furni- 
ture and other objects are broken or scat- 
tered around the interior. 

A) North Part of Shop — This area has nu- 
merous low level magic scrolls on the 
floor, which fell out of the bookcases. 
Each one of these ten scrolls give the in- 
structions for how to learn a 1-3rd level 
spell from the M!M! rules. Some of these 
spell scrolls are duplicates. Roll 1D6 to 
determine how many different spells are 
found here. 

There is a guardian snake MR 10 (2D6+8) 
in this area hiding under the scrolls, and it 
will attack anyone who tries to take one of 
these or other valuable items in this area. 
There is also a desk containing a few mi- 
nor magic items and a book about dwar- 
ven mythology. Next to the desk is the 
charred skeleton of a dead dwarf. Like 
other bodies in Skogheim, this one looks 
to have been burned by some mystical fire 
that only consumed the dwarf and nothing 
else in the room. 
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B) Entry Area — This is the only entrance 
to the shop (other than a high window or 
two). In one corner is a broken mystical 
globe that was used to locate people and 
items; however, it no longer works. There 
are also half a dozen more spell scrolls. 
Roll 1D6 to see how many different spells 
there are. 

C) South Part of Shop — There is a cere- 
mony circle on the floor along with an 
Egyptos sarcophagus that was acquired by 
the shop owner at some point. The cere- 
mony circle can be used by a well-trained 
magic user to summon a demon, commu- 
nicate with another mystic or possibly 
even a deity who is far away. 

Big surprise in the sarcophagus: There is a 
1 in 6 chance that you’ll find a young 
dwarven girl hiding in the otherwise 
empty sarcophagus. (She was in the shop 
looking for food when she heard you at 
the door.) See her character description 
further below for details. 


5: SKOGHEIM INN 


This was probably the last establishment 
to fall to whatever attack was made 
against Skogheim. The inn shows signs 
that efforts have been made to secure the 


building by blocking and locking doors 
and covering windows with timber. It is 
also obvious that those efforts failed. 

D) Lobby - This was the lobby of the inn 
where guests checked in or reserved 
rooms, however, this room is now virtu- 
ally destroyed and only a large table re- 
mains intact. It was probably used to block 
the front door but was pushed aside. All 
the other furniture in this room has been 
smashed to pieces during the battle. 

E) Common Room — This was the area 
where guests could relax by the fireplace 
and meet with others in a public place. 
There is also a desk where the inn owner 
kept track of records or to take care of 
guest needs. A staircase leads to a storage 
area and bathroom in the basement. Al- 
most all the furniture in here was damaged 
during the attack. 


F) Guest Room — Small room with a bed 
and oak barrel that is used as table. There 
is a long knife (2D6+8) on the floor. 


H) Guest Room — Small room with a bed 
with a table. On the bed is the charred 
body of someone who has spontaneously 
combusted, caused by some kind of de- 
monic magic spell or cursed item. (a de- 
monic weapon of some sort.) 


I) Guest Room — Larger room with a bed, 
deck table and chair. In the corner of the 
room is a red book that fell off the table. It 
contains diary entries from a woman who 
stayed in the room during the siege. The 
diary tells of being attacked by a hoard of 
demons who were looking for slaves and 
anything else that caught their attention. 
The attack took place over several days as 


the demons kidnapped individuals. It ap- 
peared they only killed people when they 
absolutely had to, which is odd for 
demons. The last entry was written about a 
week ago. The writer, Traunya’s mother 
Berdalia, was taken by the demons when 
they finally breached the inn. Traunya of- 
ten sleeps in this room at night. 


J) Storage Room — This narrow space is 
used for keeping miscellaneous supplies 
including dry foods, cleaning supplies and 
other hardware like nails, rope, candles, 
and some personal effects. There is a 
burned skeleton on the floor. 

K) Guest Room — Small room with a bed, 
table, chair, and bookcases. There are two 
unopened healing potions on the book- 
case. Each bottle restores 2 points of 
CON, if the drinker is still alive. (CON 
must be at least 1.) 


L) Guest Room — Small room with a bed 
and oak barrel that is used as a chair and a 
broken table. In the north comer of the 
room is a moon crystal, which might be of 
use to a magic user. 


OUTSIDE 

M) Fountain / Secret Teleport Ring — This 
stone ring is used as a fountain by the lo- 
cals to get water for use in the village. 
However, it is also the location of a tele- 
portal and a moon crystal is buried under- 
neath. This portal leads to a location near 
the entrance to the Crystal Caverns. The 
GM could teleport the adventurers to this 
point as a quick way to begin the adven- 
ture. 


8: GENERAL GOODS STORE 

N) The General Store — This was the main 
shop for the village. It contained various 
foods, tools, supplies, candles, torches, 
some very basic weapons, and even some 
clothing for cold weather. Some or all this 
can be found on the shelves and scattered 
about the floor. There are five charred 
bodies in the back area of the store. This 
was a group of people from one of the 
other shops who made a desperate attempt 
to get some supplies. The demons quickly 
found them, and a battle ensued. Rather 
than surrender, the dwarves fought to the 
death and were consumed by the same 
mystic flame that killed the other victims 
in the village. A cursed flaming whip and 
demon sword was used in most cases. In 
the back of the room there is a suit of 
dwarven metal armor that takes 8 hits. 
There is also a locked chest, which holds 
250 amethysts, old dwarven coins: 45 gold 
pieces and 90 silver pieces. 


9: TAVERN 

O) Public Seating Area - There are six 
large wooden tables in this room, five of 
the tables are broken or smashed, no doubt 
caused by the demon attack on the village. 
There are two charred remains in this area 
and a lot of debris on the floor 

P) The Bar — The wooden bar towards the 
back and has a couple of wooden stools 
placed along it. Behind the bar is the 
charred remains of the barkeeper along 
with a barrel of ale, extra goblets, a few 
snacks, and other supplies on the two 
shelves under the bar. 


Q) Storage Area — This is where extra kegs 
of ale and whiskey are kept along with 
food and other supplies. There is a small, 
locked chest that contains 80 amethysts, 
65 silver pieces and an odd collection of 
assorted coinage from other worlds and 
realms. Some of the food has been eaten 
by the lone survivor of the village who has 
been hiding in various locations in 
Skogheim. 


CHARACTERS 


Charred Corpses Possessed by Deev: 
Strangely burned corpses that have a 50% 
chance of being possessed by deev 
demons. 

MR/DICE/POWERS: Come up with your 
own fighting abilities and enchantments to 
cause mayhem for your PCs. 


Traunya - Dwarven female 
Level: 1 

Age 11 HT: 3’ 2” WT: 1201b 
Hair: Red. Eyes: green 


Money: 1 amethyst, 1 gold piece 
STR 12 DEX9 LK 14 SPD 10 


CON 10 WIZ 11 


Combat Adds:+2 

Special Items: She has a master key that 
unlocks all the doors in the Inn and also 
has a 50% chance of unlocking any of the 
other doors in the village. 

Weapons: small folding pocketknife 
(1D6+2) 

Magical Ability: None 


INT 8 CHR 15 


Background: Traunya’s parents owned the 
Inn and before the demons breached the 
place her mother managed to hide the 
young girl in a hidden closet in the cellar. 
Her Father Truukmir was killed by the 
demons and her mother Berdalia was 
taken by the demons to work as a slave in 
the semi-ruined mining town of Gaelka. 
Once the demons left, Traunya emerged 
from her hiding place and has been living 
in the village on her own salvaging food 
and hiding anytime she hears anyone ap- 
proaching. She is traumatized and doesn’t 
trust anyone at the moment. If found, she 
will try to escape, but her trust might be 
eamed by a female or dwarven character 
who is patient. She will be able to tell the 
players what happened and even over- 
heard that the captives were going to be 
taken to Gaelka. 


SCENARIOS 
1) Discover: The Party can wander or tele- 
port here by accident and either take ad- 
vantage of what has been left behind or try 
to find out what happened. They might 
find Traunya in the magic shop or 
Berdalia’s diary in Room 5-I (The Inn). 
2) Hired: A lone traveller wandered 
through the village and reported back to 
the dwarfs. The adventurers are closest to 
SkogHeim and so were hired to see what 
they could do. Gristlegrim (or a village oc- 
cupant relative) hired the party to go to 
SkogHeim and find or rescue any sur- 
vivors of the attack. This small adventure 
could easily lead to the party going to 
Gaelka and having an even bigger (and 
longer) adventure there. It would be wise 
for the players to team up with some 
dwarves to rescue the captives and escort 
them back to SkogHeim if they succeed. 
3) Looters: The party goes to SkogHeim 
for the sole purpose of looting and ran- 
sacking the abandoned village. To make it 
more of a challenge make all the charred 
corpses be possessed by deev and attack 
the looters. You could also have a few de- 
mon scouts return to SkogHeim looking 
for any other survivors or magic items 
adding more fighting to the adventure. 
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Tree-House Talents & Skills 


My house rules on talents & skills are de- 
veloped largely from those given in the 
solo adventure Final Exam, by W. Scott 
Grant (Peryton Press, 2022). I liked his 
concept of how to make use of talents & 
skills as well as his idea of a chart of 216 
random talents (though his list had only 
172). I hope what I have created is an ac- 
ceptable continuation to what he started. 

talents are something a character is good 
at (but may not know it). skills are talents 
which have been developed through train- 
ing and practice. Developed enough, the 
skill becomes a profession which can be 
taught to others. 

In-game, skills work by giving a bonus 
to a SR. If the character receives a 1D6 
skill bonus, you roll 1D6, add it to the cur- 
rent score of the relevant attribute (or av- 
erage of multiple attributes), THEN roll 
the 2D6 (DARO); don’t throw the skill 
bonus at the same time as the SR (you’d 
lose any DARO). I do not assign a particu- 
lar attribute to a skill until the situation in 
which it is used. Jane Bunt may apply her 
spycraft skill toward INT in one situation, 
DEX in another, and CHR in yet another. 
It’s up to the player and the GM’s opinion. 

At roll-up, each character rolls 3D6 to 
randomly receive one free skill from the 
table at least at the Novice level. This is 
some skill the character received from 
their pre-adventuring life; perhaps from 
their parent’s profession. A Commoner’s 
free starting talent is a random skill at the 
Journeyman level. It may be assumed they 
would have been perfectly happy to stay in 
that occupation had they not been snagged 
by the Fickle Finger of Fate. A Rogue’s 
free starting talent is at the Apprentice 
level. Rogues voluntarily left their mun- 
dane lives to seek out excitement, adven- 
ture and really wild things. 


All characters use 2D6 (DARO) to de- 
termine the number of years they were in 
training before adventuring. Characters re- 
ceive 1 talent Point per year of training, 
plus 1 talent point for each character level 
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above Level 1. Each time a character lev- 
els up, they receive 1 talent Point (2 for 
Rogues). talent points may also be gained 
by spending 300 XP, IF they have some- 
one to train them (which may cost some 
gold as well.) 


These talent Points may be applied to- 
ward any of the listed talents the player 
wishes. They may use/save these to train- 
up an existing talent or to discover new 
talents. 

Characters cannot jump from nothing up 
to higher than Novice. For a new charac- 
ter, a Journeyman level skill would cost 6 
talent Points — They must first have 
Novice, then Apprentice, then Journey- 
man. 

Wizards may spend talent Points to gain 
proficiency in a particular school of 
magic, where the proficiency results in 
spell cost reduction: Apprentice -1, Jour- 
neyman -2, etc. Warriors may spend talent 
Points toward proficiency with specific 
weapon types, where the proficiency 
bonus equates to weapon damage. 

The GM may grant “Exposure” to a skill 
which gives +1 when used. An example of 
when this could be given: Groston en- 
gaged in combat against the scimitar-bear- 
ing gorgon in Legends of Ogul-Dhur I (A. 
R. Holmes, Tavernmaster Games, 2013). 
Groston very nearly lost his life in this ex- 
change, but prevailed in the end. This sig- 
nificant experience gave Groston some 
knowledge in how scimitars can be used 
effectively (or ineffectively) earning him 


Level talent Point Cost 
Exposure Free from GM 
Novice 1 

Apprentice 2 & Novice 
Journeyman 3 & Apprentice 
Master 4 & Journeyman 
Expert 5 & Master 


By J Wheeler Hammontree 


‘exposure’ in the use of scimitars. This ex- 
posure translates to a +1 weapon-damage 
when using or defending against a scimi- 
tar. (Weapon proficiency skills apply to 
Warriors only). 


A character may also “discover” hidden 
talents during game play at the GM’s dis- 
cretion if/when DARO comes up ona SR. 
An example of this: Barbarous Betty 
needed to persuade the Mayor to take her 
into his private chambers so she could 
steal the fabled MacGuffin. Instead of 
what would normally require a L3 SR on 
CHR, Betty decided to entice the Mayor 
by dancing. She hadn’t previously exhib- 
ited any dancing talent/skill, but her DEX 
(19) is significantly higher than her CHR 
(9), so her player felt it was an option 
worth trying. Betty not only succeeded, 
but her initial SR was 5,5 followed by 4,6. 
The GM agreed with the player that Betty 
has a previously hidden twerking talent. 
Such ‘discovered’ talents can never go 
higher than Novice level without training 
and/or practice. 


For the table of skills, I went searching 
various sources — other game systems, me- 
dieval history pages, etc. — and initially 
created a list of over 500 skills and occu- 
pations (with many redundancies) that I 
cut down to 216. I think (hope) I included 
all of the classic ones and important ones, 
as well as a few fun ones that the players 
will have to be imaginative to put to good 
use (Gong Farmer = disease resistance?). 
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Random Talent/Skill/Profession Table 
Additional skills may be substituted with GM’s consent. 
(Roll 8D6 for random talent) 


Talent 


Acrobatics 

Acting 

Alchemy 

Ancient History/Language 
Animal Handler/Trainer 
Animal Husbandry 
Apothecary/Herbalism 
Appraisal 

Arcane Lore 

Archery, Tourney 
Architecture 
Armorer/Weaponsmith 
Arson 

Assassination 
Astrology 

Athletics 

Baking 

Balance 

Banking 

Barbery 
Bargaining/Haggling 
Basketry 

Beekeeping 

Begging 
Blackmail/Extortion 
Blacksmithing 
Bookkeeping 

Bowyer 

Brewer 

Bribery 

Bureaucracy 

Burglary 

Butchering 
Candlemaking 
Carousing 


Carpentry 
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Skill 


Carter 

Carving 

Charm 

Cleverness 
Climbing/Mountaineering 
Clockworks/Mechanics 
Clothier 
Coachman/4-in-hand 
Cobbler 

Command 
Concealment 
Conspiracy 
Contortionism 
Cooking 

Cooper 

Courier 
Courtliness/High Society 
Cryptography 

Dancing 

Deception/Lie Detection 
Diplomacy 

Disguises 

Ditch/Grave Digger 
Diving 

Dodging 

Drinking, Competitive 
Dyer 

Embroidery 

Endurance 

Engineering 

Escape & Evasion 
Etching 

Etiquette 

Falconry 

Farming 


Farrier 


+ 
man 
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Profession 


Ferryman 

Fire Building 
Fishing 
Fisticuffs, Tourney 
Fletching 
Folklore 
Foraging 
Forgery 
Forging 
Fortune Telling 
Furrier 
Gambling 
Gaoler 
Gardening 
Gem Cutting 
Geography 
Geology 
Glassblower 
Glazier 

Glover 

Gong Farmer 
Government Advisor 
Healing 
Heraldry 
Herding, Cattle 
Herding, Geese 
Herding, Sheep 
Herding, Swine 
Horsemanship 
Hunting 
Hypnosis 
Impersonation 
Influence/Intimidate 
Insight 
Interrogation 


Investigation 
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Talent 


Jester 

Jeweler 

Judge 

Juggling 

Knot Tying 
Languages 
Lasso 

Law 

Leadership 
Leatherwork 
Librarian 
Literature 

Lock Picking 
Longshoreman 
Loriner (Tack) 
Masonry, Brick 
Masonry, Stone 
Mathematics 
Mediation 
Meditation 
Mercantile 
Mid-Wifery 
Military Culture 
Miller, Grist 
Miller, Hammer 
Mining 
Mortician 
Musicianship 
Navigation, Land 


Navigation, Marine 


Negotiation 
Oration 

Painting 
Pandering/Pimping 
Perception 


Pheasant Plucker 
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Random Talent/Skill/Profession Table Part 2 
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Die Roll 


#2 = #3 
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Skill 


Philosophy 
Pickpocket 
Piety 

Plasterer 
Poetry 
Poisoner 
Pottery 
Poulterer 
Preaching 
Prospecting 
Prostitute/Gigolo 
Rat Catcher 
Read Lips 
Rhetoric 

Rites & Rituals 
Rowing 

Sacred Tomes 
Sailing 

Sawyer 

Scribe 

Scullery 
Sculpture 
Seamanship 
Seduction 
Sewing 
Shearer 
Shipwright 
Signaling 
Singing 
Skating 

Skiing 

Scrying 
Sleight of Hand 
Small Unit Tactics 
Smelting 


Smith, Fine Metal 


+ 
ear 


DDD DAADAAHAAHAHAAHAAAAAAMAAGAAAAAAAAAAAAAAAAAAAAAAAHATAYP A 


Die Roll 
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Profession 


Smuggling 
Soapmaking 
Spelunking 
Spinning 
Spycraft 
Stalking 
Stealth 
Storytelling 
Street Sense 
Survival 
Swimming 
Tailor/Seamstress 
Tanning 
Taxidermy 
Teaching/Tutoring 
Teamster 
Thatcher 
Tiler 
Tinkering 
Torture 
Tracking 
Trading 
Trapping 


Traps: detect, disarm, set 


Ventriloquism 
Veterinarian 
Vintner 

Wagoner 
Warrener 
Weapon, Tourney 
Weather 

Weaving 
Wheelwright 
Woodworking 
Wrestling, Tourney 


Diabolism 


CLASSIFICATION ........... 


A (ONE WORD!) CHARACTER ELABORATION 
FOR MONSTERS! MONSTERS" 


e Give a BRUTE a +3 bonus to an SR (Saving Roll) or lower 
the level when their monster attempts intimidation. Or the GM 
could lower the opponents’ spite damage or HPT if a BRUTE 
charges maniacally into combat. 


At the same time, the GM could up the SR level if a player 
tries anything involving finesse—be it in social or combat cir- 
cumstances. 


_ @Give a STRIKER an advantage resisting distractions, be they 
painful wounds, flashing lights or opponents that clearly out- 
class the character. 


And of course that hyper focus and concentration can work 
both ways: a STRIKER may earn a bonus while attempting to 
disassemble a trap in a smoke-filled room and get a penalty on 
the check to notice that smoke is dissolving their skin. 


2s @ Give SCHEMERS the benefit in SR to see through duplicity, 
read a battle formation, decipher a manuscript... 
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But of course, as schemers are also prone to analysis paralysis, 
indecision — and in battle, yikes! (adjust reaction rolls accord- 


; ingly.) 
You may be a monster complete with your kindred’s special 


abilities, appearance, and modified stats but, What kind of mon- 
ster are you? 


In character: same monster type, different classifications. 

I. Dragon in action : A well-guarded wagon of loot is coming 
by your lair and you’ve got a belly full of fire and space in 
your treasure room. 


A. BRUTE: You charge in, all claws, teeth, breath. And if that 
gold crown gets a little melted or the silks smell like 
smoke for a century, it’s no biggie. 


B. STRIKER: You swoop in like a hawk on a baby rabbit. 
Sure their archers may get a few good shots in, but you’ve 
got what you wanted. 


The what: Classification defined 


Classification is a monster’s base personality, their go-to ap- 
proach. Think of how in M!M!’s predecessor, a WARRIOR’s ini- 
tial response to any challenge or task is to grab a weapon, a WIZ- 
ARD’s is to look to magic, and a ROGUE?’s is to seek whatever 
tool is at hand, ranging from guile to Boom Bomb powder to....? 


There are three possible classifications from which a player 
chooses during character creation: 


e BRUTE: For this monster, the challenge or task isn’t nearly 
as important as simply doing something: the bigger impact— 
in all meanings — the better. Collateral damage and conse- 
quences are afterthoughts. A BRUTE will run through a 
wall, because that’s what BRUTES do. 


e STRIKER!: All that matters is the immediate task, accom- 
plishing it quickly and successfully. STRIKERS will run 
through a wall if the goal is on the other side and doing so is 
more expedient than climbing over it. 


e@ SCHEMER: The task matters but so do the secondary is- 
sues, such as collateral damage and collateral benefits. 
BRUTES and STRIKERS don’t care about style, 
SCHEMERs often do. SCHEMERS arrange for someone 
else to run through the wall while securing the rebuilding 
contract. 


The How: Examples in play and in character 


In play: GMs and solo-adventure writers could... 


C. SCHEMER you tell the local villagers that if they attack 
the wagon and bring you the spoils, you’ll feed on some- 
one else’s cattle for a few months. 


II. Famous vampires: 


A. Bram Stoker’s Count Dracula: SCHEMER. With all of his 
supernatural powers, he’s all about the planning, from 
having his human agents write letters months in advance, 
to seeding London with coffins and soil, to devising tests 
for himself (such as carrying said coffins..) 


B. Anne Rice’s Lestat: STRIKER. The “brat prince” may 
dream of being a SCHEMER with his affectations and de- 
sires (rock star, saint...), but at his core, he’s impulsive 
and his companions often have to bail him. (See The 
Body Thief in particular.) 

C. Vampire hordes in movies, books, comics: BRUTE. Their 
feeding frenzies are as much about the frenzied violence 
than they are sustenance. 
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The Why: Designer’s notes 


Classification developed from a Monsters! Monsters! solo I’m 
writing: I wanted players to choose from the full range of mon- 
strous kindred-sentient blobs, talking spiders, giant frogs, etc_— 
but having to accommodate those options in a solo with just the 
existing rules would both constrict the narrative and bloat the 
paragraph count. Classification allowed my story and game me- 
chanics to focus on and explore who they are rather than what 
they are. 


Classification helps answer the question How does X respond to 
Y and Y’s actions? when there’s limited common ground between 


X and Y*: For example, if you have an ogre and a naga of equal 
INT, CHR and martial values, who’s to say what’s intimidating, 
what’s persuasive? (And no, we are not talking about seduction. )* 
Yes, the greatest value is in solos and asynchronous games 
(such as play-by-post where a GM or other players may need to 
step in and run someone’s PC temporarily) but I encourage GMs 
and players in all situations to explore the possibilities, including 
playing with how a character’s innate classification (i.e. what’s 
on the character sheet), may differ from what others assume it is. 


1. An imperfect label which I’ve kept because working with some of the finest minds on Trollbridge, Darrght and Houndle, didn’t result in some- 
thing better. Alternatives included: LASER, CORE, CENTRUM, AIMER,AWL, AUGER, STREAKER, RAIDER, CONCERT, SPIKE, HEART, 
DRIVER, ARROW, DART, OBSESSIVE, SCREW and MISSILE, all of which worked better or worse than one might think at first glance depend- 
ing on one’s cultural perspective. (Of course, credit the ones you like to Darrght and Houndle and assign the rest to me). 


2. Thessaly Chance’s Uprising at Buzzard’s Gulch is by far the best guide for Monsters! Monsters! players looking to make their characters more 
than good-kin in different (and unpleasant looking) skin. It’s also most applicable to campaigns, in-person play, where players and GM’s know and 
share the vibe of the world, each other’s play styles and each other’s characters. 


3. Monsters! Monsters! by nature complicates what I call The Charisma Conundrum. I’ve argued elsewhere for CHR’s removal as it’s a vestigial 
artifact of RPGs wargame roots: think of characters on a battlefield rallying troops or intimidating enemies. Credit for my being less vociferous 
about this goes to Brian of www.fighterguystudios.com who argues that CHR has value at the in-person table because putting all negotiating/intimi - 


dating/charming actions on the player can be an unfair burden. 
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Written by Sid Orpin 


Tis the season to be giving, and boy oh boy do we have something special for you! Tavern Master Games have 
graciously agreed to release one of their commercial solo adventures for free in this issue of Trollszine! Think of it as an 
awesome Holiday gift from Sid Orpin, Jeff Freels, Simon Lee Tranter and the kind folks at Tavern Master Games. Sid 
worked hard converting this to Monsters! Monsters! and even formatted it himself, so be sure to send some love his way. 
As always enjoy yourselves and have a Happy Holiday season!! 


Introduction 


The enmity between the fairies of the Crystal Kingdom of Ceri- 
nor and the batkin hordes of the Marble Mountains is generations 
old. As a newly commissioned officer in the royal guard, you had 
expected to face them in honourable combat at some point. When 
you set off at the head of your troop for the first time this morn- 
ing, your armour gleaming in the morning sun, you thought you 
were heading to glory. Unfortunately, your first day did not turn 
out the way you had planned. Overwhelmed by a large party of 
batkin and dragged away as their prisoner, you can only wonder 
what awaits you... 
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The stories of the insane cruelty of the batkin race seem well 
founded. You are dumped unceremoniously into a dingy pit of a 
dungeon along with at least a dozen other bedraggled and starv- 
ing creatures. A futile attempt to flee is dealt with by swift retri- 
bution from whip and cudgel. 


While you wait in the dark, a skeletal ratling hunched next to you 
explains what your enemies have in store for you. The larvae of 
the giant fire ants that are found in great numbers hereabouts are 
considered a rare delicacy amongst the batkin hierarchy. Rather 
than destroying the nest to get to them, thus ending the supply, 
they prefer to send in prisoners and even members of their own 
kind to steal them so that the production line continues. This is 
what you have been chosen to do. To help you appear “invisible” 
while in the colony, the batkin will spray you with a substance to 
make you smell like an ant. It only lasts a limited time, though, 
and after that you will be all too obvious to every fire ant in the 
whole stinking place. 


As you ponder the situation, you and the ratling are dragged 
away by two burly batkin guards. It looks as though you are 
about to find out just what terrors await you in the fire ants’ 
colony... 
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This is a solo adventure compatible with Monsters! Monsters!™ 
It can, however, easily be adapted for use with other St. Andre 
penned D6 roleplaying games. It is important to stress at this 
point that this is not a meander through the sort of dungeon with 
piles of loot and dancing contests with lovelorn dryads of the for- 
est. This is a headlong sprint in the near dark to try to get out of 
an entirely alien environment where you are, for the most part, 
surrounded by potential enemies. The greatest reward you can 
garner, therefore, is your life. Anything else you find along the 
way is a huge bonus. 


Now go to the end of this book to create your character before 
you can begin to search for a way to escape from your current 
predicament. When you have your new hero ready, return here to 
discover more of what you will be up against. 


Before you enter the fire ant colony, you need to understand 
some of the mechanics of how life below ground will work. 


If you are a fairy or other creature who could normally fly, your 
captors have hacked off your wings or cast magic to stop you do- 
ing so. You will be keeping your feet firmly on the ground 
throughout this adventure. 


You must keep track of how long you spend below ground. Count 
each paragraph within the colony as one game turn during which 
time the scent spray on you fades. The only exception to this is 
when a paragraph sends you off to take part in combat and you 
are directed back there afterwards. In this case count that para- 
graph only once. Each combat turn should also be counted as a 
full turn of scent degradation. Even though, in terms of time it is 
much less, the physical exertion involved means you produce 
your own odours that accelerate the dispersal of your only protec- 
tion from being perceived as a threat by the colony’s six-legged 
residents. 

Every 6 “turns” you spend within the ants’ nest you must make a 
SR on LK at progressively higher levels. The first time at L1, the 
next at L2 and so on... 


If this roll is successful, you may continue unmolested. 


If you fail, roll a D6 and go to the paragraph indicated. 
1=29 2=38 3=29 4=43 5=38 6=29 


There are events and encounters inside that may reset the “scent 
clock” and even switch it off. If that should happen, you will still 
need to keep a note of the number of turns you have spent in the 
claustrophobic tunnels and chambers within. It’s also a good idea 
to keep track of the paragraphs you have been to, as you will 
sometimes be asked to retrace your steps. 


Now, let the spirit of the God-King Tensen Thor smile upon your 
endeavors this day. You are given a stout leather jerkin (3 points 
of armour protection) and a hemp bag for carrying any larvae you 
may collect. Go to 30. 


1 

There is a real ruck taking place, so trying to get to the giant in- 
sect’s underside is quite a challenge. You will need to make a 
L2SR on the average of your DEX and LK to get to the front of 
the queue unharmed. If you fail the roll, you take the number you 
missed by in direct hits to CON, and any further attempt will be 
at a level higher than the previous time. You can have as many 
tries as you like and fortunately, you need not worry about having 
to make any scent rolls until after you have left this cavern. Once 
you do leave, you can start counting a new set of 6 with a L1ISR 
LK at the end of it. 

If you succeed in pushing to the front, you manage to scrape a 
handful of the sticky, sweet-smelling substance off with your 
hand before the fervent fire ants brush you aside. The material 
dries out fast and begins to crystallise almost immediately. You 
will have to eat it straight away or it will be completely ruined. If 
you would like to eat, go to 23. 

If you decide against eating, or you just cannot get hold of any 
and you are fed up with trying, return to 49 and decide on a new 
course of action. 

If your CON drops to 0 or less at any time, go to 41. 


2 

As you plod along, you are suddenly aware that most of the fire 
ants close by have started to speed up. They are clambering over 
one another in a panic as if trying to get away from something. 
You don’t have to wait long to discover what that something is... 


A ball of sticky, fibrous material hits you on the shoulder. It must 
have been fired from above. Looking up you see a spider. Its 
rows of eyes stare at you with the sort of malicious intent that 
only arachnids can muster. If you are scared of spiders, this is not 
your lucky day. 

Unfortunately, you are not fast enough to escape this eight-legged 
horror and she plans to 
toy with you, at least at 
the outset. Before clos- 
ing in, she will try to 
slow you down by 
flinging web remnants 
at you. Roll a D6. This 
is the number of shots 
you will have to dodge. 
For each shot you try to 
avoid, attempt to make 
a L2SR DEX. For each 
roll you fail you must 
add up the number you 
failed by. This total de- 
notes the reduction in combat adds you suffer due to immobility, 
poor vision etc...in the first two combat rounds. 

The spider has a MR of 36. If you are the victor, you earn 125 
APs and may return to the paragraph that sent you here. If you 
are defeated, go to 41. 


3 

You reason that since this ant was carrying plant material, it is 
likely to have been outside the colony and will probably return 
there again. You may follow to 8, ignoring the part about meeting 
another Random Encounter, or go back to the paragraph that sent 
you to Random Encounters in the first place. 


4 

This is a Random Encounter Point. 

Roll a D6. If you rolled a 6, go to the Random Encounter Table at 
the end of this adventure to discover who or what you meet. 

You are in a deserted tunnel running east west. If you decide to 
go east, go to 39. If you prefer to go west, go to 57. 


5 

You are in a moderate-sized round chamber with exits heading 
downhill to the east and southeast. You sense that you have 
climbed a considerable distance above the central chamber where 
you started. 

There is perhaps a little less activity here than in many other ar- 
eas of the colony but there are still numerous fire ants tending to 
a great many larvae. It is now easy to make out the legs, antennae 
and other appendages, suggesting these are perhaps in the early 
pupal stage. They are far too big now for you to carry one. 

If you would like to search the cavern, go to 28. If you have al- 
ready searched once but would like to try again, go to 51. If you 
fancy a closer look at the larvae, go to 58. 

If you wish to leave, you can go southeast to 31 or east to 27. 


6 

Fire Ant — Digger. MR 28, armour points 3, AP rating 40. 

A large ant with strange shaped mandibles, bustles up to you and 
starts inspecting you closely. 

If you have failed a scent roll, you will have to fight. 

If you have come via Random Encounters, you may avoid com- 
bat by making a L1SR on the average of INT and CHR. 

If you didn’t have to fight, roll a D6. 

Evens go to 40, otherwise return to the paragraph that sent you to 
Random Encounters in the first place. 


7 

There is no commotion or fuss when you pick up a more devel- 
oped larva; indeed, you are now part of a long line of larva carri- 
ers that are all heading out of the only exit. Unfortunately, you 
are being swept away and cannot do anything else but go back to 
44 with your prize. 


The good news is that all the while you are carrying one of these 
larvae, you do not need to make any scent saving rolls. 


8 

This is a very busy thoroughfare. You are bound to have some 
sort of meeting here. Go to the Random Encounter Table at the 
end of this book to see who or what you meet. 


The tunnel comes to an abrupt end, and you find yourself looking 
out beyond the ant colony across a small expanse of open ground 
to some scrubby undergrowth. Half a dozen or so batkin troops 
are clearly visible lurking in the bushes, waiting for your arrival. 
You might be able to make a break and get to the wooded area 
beyond your enemies, always bearing in mind that they can fly, 
and you cannot, by going to 20. If that sounds only a little short 
of suicide, you could just hand yourself in; go to 22 if you have a 
larva to show for your stint underground or go to 56 if you are 
empty handed. Finally, you could turn around and go back to 26 
and choose a different path. 
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9 

The holes in the net are big enough for you to fall through, so you 
will have to be careful. To balance while you cross you need to 
make a L2SR DEX. 


If you fail, you fall to your doom dashed to pieces on the rocks 
below, go to 41. 


If you remain upright, you can leave with a bonus 40 APs. 
Heading east, go to 4. Heading north, go to 44. 


10 

This is a Random Encounter Point. 

Roll a D6. If you rolled a 6, go to the Random Encounter Table at 
the end of the adventure to discover who or what you meet. 

You are in a wide tunnel running east west. Despite it being a 
broad passage, there are no ants moving along it in either direc- 
tion. If you want to head west, go to 46. If you decide to go east, 
go to 26. 


11 

As you proceed along the tunnel you stumble over something on 
the floor. Looking down, you see a badly injured gnome. He tries 
to say something to you but cannot. Kneeling beside him, you 
can just make out the words in his hoarse whisper, “My time is 
up, and I go to meet the dead. I may be able to help you, though.” 
Roll a D6. If you roll odds go to 47, evens, go to 59. 


12 

You follow the ant back to what looks like the tunnel you entered 
by. It is quiet and very few ants go anywhere near this place. As 
the corpse is interred into a shallow grave, you notice something 
metallic partly covered in dirt at one end. 

Once the burial is over, you uncover the object. It proves to be a 
Short Sword (3D6, STR 6, DEX 3) of the type much-favoured by 
the batkin military. Take it and return to the main chamber at 26. 


13 

You may attack the fire ant at a considerable advantage. 

If you can make a L1SR SPD, reduce its attack roll by half in the 
first combat turn. 

Your opponent has a MR of 32 and 4 points of armour. 

If you are still fighting after 2 combat turns, go to 55. 

If your CON drops to 0 or less inside of 2 combat turns, go to 41. 
If you kill it in 2 combat turns or less, you receive 100 APs and 
when the ratling wakes up you can go to 55 but start reading at 
the second part. 


14 

To scrabble through the collapsed section of tunnel you will 
need: strength, to shift obstructions; stamina, as it is rather airless 
down here; and a good deal of luck, for who knows how long the 
ceiling will hold? 

Make a L1SR on the sum of your STR and CON. 

If you succeed, you must make a L1SR LK to avoid cave-ins. 

If you fail the STR/CON roll, you will have to make an extra L1 
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LK SR for each point you failed by. 

If you are successful with all of your LK SRs, you clamber out 
from under the rocks into blessed daylight and proceed blinking 
to 34. 


If you fail any of these rolls, there is further subsidence, and you 
are buried alive. Go to 41. 


15 

The winged ant’s caravan grows ever larger as it proceeds. Be- 
fore you know it, you are being swept along by a tidal wave of 
wingless hymenoptera. Suddenly, you are outside the colony sur- 
rounded by fire ants on the ground while the leader and one or 
two others take to the air. Despite a troop of batkin nearby watch- 
ing for your appearance, you are able to slip away amidst all the 
commotion. Go to 34. 


16 

Dirt and small stones shower on you from above. As you look up, 
a long thin snout with a protruding pink tongue appears poking 
through a hole in the ceiling. The ants close by you go into a 
frenzy trying to avoid the tongue. As it darts about picking them 
up, bound to it by the sticky saliva it is coated in, you quickly re- 
alize that you may suffer the same fate. 


Make a L1SR SPD to avoid being licked up and get you back to 
the paragraph that sent you here with a bonus 50 APs. 
If you are not quick enough, you are soon stuck to the tongue 
struggling along with your insect compatriots at 42. \ 

\ 


17 

This is a Random Encounter Point. 

Roll a D6. If you rolled 2,3,4,5 or 6, go to the Ran- 
dom Encounter Table at the end of this adventure to 
discover who or what you meet. 

You are in a quite broad passageway heading 
steeply up to the northeast. The earth has been cut 
into several crude steps to make the ascent easier. 
To go up the steps, go to 49. If you want to go 
down to the southwest, go to 26. 


18 

You smoothly swipe a mouthful of brown mush 
from a poor defenceless little larva. Shame on you! 
It smells utterly repugnant but in the hope of gain- 
ing some nourishment you plough on and swallow 
it in one go. 

Roll a D6. 


If you roll odds, the mush acts like a “Poor Baby” 
undoing any CON damage you may have suffered 
up to now. You also gain an extra point of CON, 
permanently. 


If you roll evens, you feel very strange indeed. The 
ground seems to be moving further away from you 
and you feel somehow constricted, as if your 
clothes were very tight. And that is precisely what 
has happened. You have more than doubled in size 
to become the biggest fairy ever (at just under 2 
feet in height!) or a giant version of whatever other 


race you happen to be. The bonus, however, is that your STR and 
CON are now double their original values. Adjust your combat 
adds appropriately. Now return to the paragraph that sent you 
here so that you may continue your quest to escape. 

Note that if you have eaten the brown mush before, all it does the 
second time around is give you indigestion. 


19 

You are in a small chamber with only one exit to the northeast. 
Along the back wall, you can see hundreds of larvae being tended 
to by a constant stream of moderate-sized fire ants. Some of them 
are even being carried away elsewhere in the colony. 

The larvae here appear to be more developed than those in the 
main chamber. Many of the fire ants tending to them, are regurgi- 
tating a green or brown mush to feed to them. In fact, the larvae 
being fed green ant vomit are bigger than those getting the brown 
stuff. Since lots of the larvae are being carried away you can 
safely take one with you by going to 7 (though if you're already 
carrying one from elsewhere you will have to drop that one first). 


If you would like to taste some of the brown mush, go to 18. If 
you would like to try and taste some of the green mush, go to 32. 


You could have a good look around this chamber to see if there is 
anything useful to be had by going to 28. If this dead-end place 
has no appeal, then you can turn round and go back to 44. 


20 

You will have to be fast and sure of foot to get past the batkin. 
There are a good 160 feet between you and the relative safety of 
the trees. Divide 160 by the total of your SPD and DEX, round- 
ing down. This is the number of L1SR SPD you will have to try 
to make. 

If you only fail one roll or less, go to 34. 

For every roll you fail above this, you are caught by one of your 
aerial pursuers. They will inflict a D6 of hits each and armour 
will protect at face value only. 

If you are still conscious after this, you can also go to 34. 

If your CON drops to 0 or less, go to 41. 


21 

Up slope of you in the 
tunnel is a long, grey, 
multi-legged beast with a 
smooth armoured top. 
Several large fire ants are 
attacking it. As wood lice 
go it is absolutely enor- 
mous but is clearly losing 
the battle. Just as you are 
considering how to get 
around this obstacle with- 
out getting dragged into 
the fight, the louse curls 
into a ball and starts to 
roll inexorably in your di- 
rection, gathering pace as 
it goes. There are no side 
passages to nip into, so 
you will either have to outrun this entomological sphere of death 
back to the nearest cavern, or you could try to dodge by the side 


of it, matador-style, as it goes past. 

To run you must attempt a L1SR SPD. 

If you get hit, it will do 1D6 + 4 hits direct to CON. 

To dodge you must make a L3SR DEX. 

If you get hit, you will be well and truly “bulldozered” for 2D6 + 
the number you missed your SR by, direct to CON. 

If you survive, you get 100 APs and may resume your attempt to 
escape the ant colony. Return to the paragraph that sent you to 
Random Encounters in the first place. 

If your CON drops to 0 or less, go to 41. 


22 

As you walk towards the batkin, you hear the brief whoosh of an 
arrow being loosed. Attempt to make a L2SR LK. 

If you fail, you’ve been struck for 1D6 + 2 hits. Armour protects 
at face value only. If this reduces your CON to 0 or less, go to 41. 
If you are still conscious, read on. 

Your enemies are pleased with the provender you have supplied. 
However, your success merely means that you will be sent back 
in to try again. The conditions you are kept in will cause physical 
deterioration. Each time you return to the ant colony roll a D6. 
Odds means lose 1 point of STR permanently. Evens means a 
permanent loss of 1 point of CON. 

Fortunately, if you are injured you are given enough time to re- 
cover your CON damage before your next trip. 

Having made any alterations to your attributes you must now go 
to 52 to start all over again. You will be resprayed so your scent 
clock can start again from scratch. 


23 

Gulp!! This stuff is like a whole bowl of sugarcoated frost bombs 
with extra caramel topping. SWEEEEET! 

However, despite the assault on the enamel of your teeth, you im- 
mediately feel re-energised. Any CON damage you may have 
been carrying is instantly undone and the first time you taste this 
stuff your STR increases by 2. In addition, you do not need to 
make another scent roll for the rest of your time in the colony. 
Now return to 49 and make your next move. 


24 

You try to distract the ant by throwing loose earth and stones at it. 
Your plan works brilliantly and now, instead of the ratling having 
a huge fire ant towering over him with its enormous mandibles 
clicking menacingly at his throat, you do. 

Your opponent has MR 32 and 4 armour points. 

If you are still fighting after 2 combat turns, go to 55. 

If your CON drops to 0 or less inside of 2 combat turns, go to 41. 
If you kill it in 2 combat turns or less, you receive 100 APs. 
When the ratling wakes up you can go to 55 but start at the sec- 
ond part. 


25 

With care, you make your way slowly around to the other side of 
the cavern by sticking to the narrow rim of solid ground. As you 
arrive at your goal you hear the sound of movement from above. 
Go to 2 and start reading from the second paragraph to find out 
what made the noise. 

If you survive the encounter, go to 44 if you were going north, 
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and to 4 if you were going east. 


26 

You are in a large chamber. Many hundreds of fire ants of vary- 
ing shapes and sizes are scurrying around. Some are carrying 
what appear to be larvae. Others are carrying pieces of wood or 
leaves and still others do not appear to be doing anything very 
useful. They all pass by seemingly ignorant of your presence. At 
the centre of all this activity is the most enormous ant you have 
ever seen. It has two pairs of wings and a large tube at the end of 
its thorax from which eggs are appearing. Numerous much 
smaller ants are tending to this colossus, as well as moving the 
eggs into an enormous mass where other colony members are 
tending to them as they develop into larvae. The scene is chaos to 
your sentient mammalian brain. 

Numerous tunnels head off from this chamber, all of them going 
uphill to varying degrees. Wider paths head north and west, al- 
though there is no traffic to or from the west tunnel that you can 
see. Smaller avenues that are easily as well used as the larger 
ones, head northeast, southeast, southwest and northwest. The 
tunnel heading east is the way you came in here in the first place. 
If you would like to grab one of the larvae amid the hordes of fire 
ants, be sure you make a note that you have done so. 

Once you have decided to take a larva or not, it is time to leave. 
You can go north to 8 or west to 10, along the wider tunnels. If 
you prefer to take the narrower passages, you can go northeast to 
17, southeast to 54, southwest to 44 or northwest to 31. 


27 

This is a Random Encounter Point. 

Roll a D6. If you rolled 4,5 or 6, go to the Random Encounter Ta- 
ble at the end of this adventure to discover who or what you 
meet. You are in a narrow tunnel that heads roughly east west. It 
is somewhat quieter than some of the other passages in the 
colony. To go west go to 5, while to the east the passage appears 
to turn sharply south a little way along. To go along here, go to 
49. 


28 

It doesn’t look like there is anything useful here, but a thorough 
search and a L3SR LK (or a tracking skill) will take you to 35. 
Otherwise, return to the paragraph that sent you here. 


29 

Fire Ant — Forager. 

MR 28, armour points 2, AP rating 40. 

A moderate-sized ant, carrying plant material in its mandibles, 
bustles up to you and starts inspecting you closely. 

If you have failed a scent roll, you will have to fight. 

If you have come via Random Encounters, you may be able to 
avoid combat if you can make a L1SR on the average of INT and 
CHR. If you do not have to fight, attempt a L1SR INT alone. 
Success takes you to 3, otherwise return to the paragraph that 
sent you to Random Encounters in the first place. 


30 

You are covered in a sticky fluid and, along with the ratling, 
hurled into a tunnel in the side of a huge mound of earth. A large 
rock is pushed across the entrance and the noises of your batkin 
escort slowly fade into the distance. 


18 December 2023 


The moment the tunnel is sealed, your companion starts to scrab- 
ble around on the floor until he rises triumphantly holding a 
jagged stone in his hand. “You had better find yourself a weapon 
as well before you head into the rest of this place”, and with that 
he sprints away leaving you on your own. Doing as he says, you 
find your own version of a basic stone dagger (1d6 + 2 hits in 
hand-to-hand or when thrown) and cautiously head west to 52. 


31 

This is a Random Encounter Point. 

Roll a D6. If you rolled 3,4,5 or 6, go to the Random Encounters 
at the end of this adventure to discover who or what you meet. 
You are in a tunnel heading very steeply upwards in a northwest- 
erly direction. To proceed upslope, go to 5. To go downhill to the 
southeast, go to 26. 


32 

You slyly swipe a mouthful of green mush from the nearest larva. 
Not exactly taking candy from a baby but still pretty mean of 
you! It has no smell but is rather luminescent. Steeling yourself 
you swallow the lot in one go. It doesn’t even taste of anything. 
Roll a D6. 

If you roll odds, you suddenly notice two finger-like projections 
appearing on either side of your forehead. In time, a couple of 
weeks or so, they will become antennae like the fire ants have. 
This will allow you to follow trails and smells very accurately 
(Start a Tracking/Sniffing talent, based on INT, with a base of 22 
+ 1D6). It will also improve your ability to get about safely in the 
dark (reduce relevant SRs by one level). However, your CHR 
drops by a D6 permanently. 

If you roll evens, you collapse in convulsions. You cannot move 
nor can you remember who you are or why you are here. Shortly, 
one of the fire ants picks you up and puts you with the rest of the 
larvae. You transform into one of them and will soon become a 
fully-grown drone. If you are lucky, you will live for 4 or 5 years 
serving the colony dutifully. Not really dead, you are as good as 
and you should still go to paragraph 41. 

Now, if you still exist, return to the paragraph that sent you here 
so that you may continue your quest to escape. 


Note that if you eat the green mush a second during this stint un- 
derground you will automatically roll evens. 


33 

Fire Ant — Winged. 

AP rating 50. 

A large ant with 2 pairs of wings, brushes you aside. Several 
other ants appear to be following behind. If you wish to follow, 
go to 15. Otherwise, you can return to the paragraph that sent you 
to Random Encounters in the first place. 


34 

You have managed to escape the fire ant colony. After a couple of 
days avoiding batkin patrols, you get back to your home in the 
fairy kingdom of Cerinor. You are welcomed as a hero and re- 
warded appropriately. 

The royal sorcerer repairs any CON damage you may have sus- 
tained. If you are a fairy, your wings are healed so that you can 
once again fly. 


You get 10 APs for every paragraph and combat turn you spent 
underground, plus you get a 500 AP bonus. 


You receive 250 GPs from the royal purse and an ensorcelled 
weapon of your choice. This will be enchanted to do 1D6 + 4 
more hits than the standard version. 

Finally, you are asked to retire from the military and take on a 
more covert role for your government. This allows you to travel 
far and wide taking part in all kinds of different adventures. You 
have survived. 

Congratulations! 


35 

If you have been here before, you only find a collapsed tunnel 
and should return to the previous paragraph and make a different 
choice. Otherwise, read on. 

Cunningly concealed behind a pile of dirt and stones, you find a 
small cavern. It is little more than a tunnel running north south 
with a slightly wider area in the centre, really. Clearly, someone 
other than fire ants has made this place their home. There is a pile 
of ferns that must be a bed and there is also evidence that food 
preparation has taken place here, though judging by the remnants, 
most of the meals consisted of insect matter of some sort (Yuk!). 
As you start to have a closer look around, a rather disheveled and 
malnourished leprechaun 
pops up out of thin air right 
in front of you. It is clear by 
the obsessed look in his 
emerald green eyes that he is 
quite mad. A fact confirmed 
as soon as he opens his 
mouth, “So you think you 
can take my palace away 
from me, do you? Well, I 
won't let you. My six-legged 
angels will protect me. 
They’ll take you and sacri- 
fice you to the god of the sa- 
cred hill. Be warned blas- 
phemer!!” There’s a lot of 
other gibberish that follows 
but you cannot understand it. 
The choices are stark. You 
could just scarper pronto; the 
leprechaun is busy frothing at the mouth and likely won’t hinder 
you. If you want to go north go to 5, or to go south go to 19. You 
could try to talk with the poor lunatic by going to 45. Alterna- 
tively, you could just attack him by going to 60. 


36 

This is a Random Encounter Point. 

Roll a D6. If you rolled 3,4,5 or 6, go to Random Encounters at 
the end of this adventure to discover who or what you meet. 
You are in a tunnel running uphill from north to south. To go 
south go to 39, while heading north will take you 49. 


37 

You spot a narrow opening in the ceiling of the cavern. You feel 
this must be a ventilation shaft leading to the outside. The climb 
should not be too difficult. Attempt to make a LISR DEX. 


If you succeed, you manage to climb up and crawl out onto the 
surface of the anthill. From there you can sneak away to 34. 

If you fail the roll, you slip and the shaft collapses. Return to the 
cavern you were exploring before you came here. This escape 
route is lost to you, permanently. 


38 

Fire Ant — Soldier. 

MR 30, armour points 4, AP rating 50. 

Venom reduces DEX-derived combat adds by half for the 
next combat turn. Inflicted with any spite hits. 

A huge ant with a massive head and oversized mandibles, barrels 
straight for you. 

If you have failed a scent roll, you will have to fight. 

If you have come via Random Encounters, you may be able to 
avoid combat, if you can successfully make a L2SR on the aver- 
age of INT and CHR. 

If you survive, you can return to the paragraph that sent you to 
Random Encounters in the first place. 


39 

You are in a moderate-sized cavern that has exits to the west, 
north and northwest. Against the east wall, a constant stream of 
fire ants is tending to large numbers of maturing larvae. Some- 
what larger ants, heading mainly north, are even carrying some of 
them away. These larvae are considerably more developed than 
those in the central chamber with recognisable limbs and anten- 
nae. They are too big for you to be able to carry away. 

Many of the ants are regurgitating different sorts of thick mushy 
material to feed to the little mites. There appears to be either 
brown mush or green mush. The larvae are quite slow to ingest 
the mush once it is placed in front of them, so there is ample time 
for you to sample it if you wish. Go to 18 if the brown variety 
tickles your fancy or to 32 if a bit of green is more to your taste. 


Otherwise, you had better leave by going downhill to the west to 
4, or northeast to 54. To go uphill to the north go to 36. 


40 

The ant ignores you but seems quite confused. It starts to dig a 
rudimentary tunnel heading steeply upwards. If you would like to 
follow this strange mining insect, go to 50. If you think that looks 
rather too dangerous a chance to take, return to the paragraph that 
sent you to Random Encounters in the first place. 


41 

Your spirit has gone to join your ancestors and you will no longer 
walk upon this mortal plane. Do not feel too disappointed, for 
you have shared in the first universal freedom granted by the 
gods to all thinking races. The freedom to fail miserably! Your 
valiant attempt to escape has ended, close the book. 


42 

Stuck to the giant tongue, you are pulled back through the colony 
roof. You catch a brief glimpse of what looks like an anteater. 
Then, you disappear into its’ cavernous mouth along with several 
dozen fire ants. Fortunately, you must not taste very nice, as you 
are instantly spat out. Sailing in a less than graceful arc you land 
headfirst in a small copse some distance from the anthill. The fall 


TrollsZ ine! 19 


does a D6 worth of hits direct to CON but if you remain con- 
scious you can limp off to 34. If your CON dropped to 0 or less, 
go to 41. 


43 

Fire Ant — Drone. 

MR 26, armour points 2, AP rating 35. 

Asmall, immature-looking ant approaches you menacingly. 

If you have failed a scent roll, you will have to fight. 

If you have come via Random Encounters, you may avoid com- 
bat by making a L1SR on the average of your INT and CHR. 

If you survive, return to the paragraph that sent you to Random 
Encounters in the first place. 


44 

This is a Random Encounter Point. 

Roll a D6. If you rolled 5 or 6, go to the Random Encounter Ta- 
ble at the end of this book to discover who or what you meet. 
You are in a tunnel heading uphill in a southwesterly direction. A 
very narrow side tunnel splits more to the south. If you keep to 
the main path, along with numerous fire ants, go to 19. If you 
wish to explore the smaller passageway, which the ants seem to 
be avoiding, head for 57. You could always turn back northeast 
and go to 26. 


45 

Your attempts at communication only seem to drive the lep- 
rechaun even more insane. He begins to rant incoherently, his 
face turning a deep shade of purple. He looks like he is going to 
burst a blood vessel. Suddenly, amid the babble of nonsense, he 
shouts the single phrase “Be gone!!” 

In the blink of an eye, you appear in a small copse beyond the 
batkin who are guarding the anthill. Your act of kindness seems 
to have been rewarded with your freedom. Go to 34. 


46 

There is no to-ing and fro-ing of ants or any other creatures in 
this tunnel. As you edge forward, dirt and stones occasionally fall 
from the ceiling suggesting there may be some instability. Then 
you see ahead that there has been a cave-in. This must be pretty 
extensive for the industrious ants not to clear up. Close inspection 
reveals there is an opening just big enough for you to crawl into 
but you have no way of knowing if it leads beyond the collapsed 
section. 

If you want to try to pull yourself along in that confined space in 
the hope that there will be a way out, and that the ceiling remains 
stable while you do so, go to 14. 

If you would rather not go “pot holing” today, turn around and go 
back to the central cavern at 26. 


47 

Gasping his last the gnome continues, “If you throw a handful of 
dust just behind the head of these ants, it badly affects their 
breathing and really slows them up.” With that he expires. 

In practice, if you can make a L2SR DEX during the first round 
of any combat, you can throw a dust bomb accurately enough to 
halve an ant’s attack roll for a D6 of combat turns. 


20 December 2023 


Now return to the paragraph that sent you to Random Encounters 
in the first place and make sure you keep a handful of dirt in your 
pocket at all times. 


Above the hubbub of the colony you hear a high-pitched scream 
that doesn’t sound like it is coming from an ant. Turning, you see 
the ratling you came in with, lying helpless on the ground. A 
huge fire ant looms over him about to deal the coup de grace. 

If you decide not to come to the aid of the helpless rodent, you 
may return to the paragraph that sent you here with 50 APs. If 
you plan to attack the ant, go to 13. If you would like to distract 
the ant rather than engage in combat with it, go to 24. 


49 

You are in a long, thin cavern with quite a low ceiling and exits to 
the south, southwest and north. You sense that you have climbed 
a considerable distance above the central chamber where you 
started. The south and southwest tunnels lead quite steeply down- 
hill. The dominant feature here is an enormous insect of some de- 
scription. It must be the size of 20 fire ants at least, with a pale 
green upper body and bright red lower parts including about a 
dozen stubby legs. Numerous moderate-sized ants are tending to 
its every need, bringing food, or massaging the plump thorax. 
More are scraping a sticky fluid from around several pore-like 
openings on the beast’s underbelly and quickly scampering away 
downhill. 

If you would like to obtain some of the substance this goliath of 
an insect is secreting, and perhaps eat it, go to 1. If you would 
like to have a careful look around the cavern, go to 51. Alterna- 
tively, you could leave by going down to the south at 36 or south- 
west at 17. To head uphill to the north, go to 27. 


50 

The ant’s tunnel is rather unstable and liable to collapse at any 
minute. If you can make a L2SR on the average of LK and SPD, 
you follow your six-legged trailblazer out onto the surface of the 
anthill. From there you can carefully sneak away to 34. If you fail 
the SR, the tunnel caves in and you are suffocated, go to 41. 


51 

If the old gnome hasn’t advised you what to look for, your search 
is fruitless. You must return to the paragraph that sent you here in 
the first place and make a new decision. 

If you are lucky enough to have met the old gnome, and he has 
told you how you might find a way out of the anthill, a L2SR on 


LK will see you to paragraph 37. Fail and you must return to the 
paragraph that sent you here. Make a note that you cannot search 
in that particular cavern again. 


52 

You are at the edge of a large open space. Slowly you begin to 
make out the shapes of numerous giant fire ants. Since you 
couldn’t see in the dark before you came in here, you surmise, 
correctly as it happens, that something the batkin have done has 
improved your night vision. It will only last a few hours, though. 
You are suddenly aware of how hot and humid it is down here 
and just how busy the colony is. There appear to be literally hun- 
dreds of over-sized insects scurrying about their business. The 
enormity of the task facing you, if you are to escape, finally be- 
comes clear. 

Go to 26 to discover what all the activity in the middle of this 
cavern is all about. 


53 
Fire Ant — Undertaker. 
AP rating 40. 


An ordinary looking ant approaches you, gives you a cursory in- 
spection and then moves off to the corpse of another ant lying in 
a heap close by. This ant picks up its comrade’s body and starts to 
take it away. If you would like to follow, go to 12. Otherwise, 
you can return to the paragraph that sent you here. 


54 

This is a Random Encounter Point. Roll a D6. 

If you rolled 1,2,5 or 6, go to the Random Encounter Table at the 
end of this adventure to discover who or what you meet. 

You are in a fairly broad tunnel heading steeply uphill in a south- 
easterly direction. If you go upslope, go to 39. Alternatively, you 
can go downhill to the northwest to 26. 


55 

As you prepare to enter the third round of combat, the ratling 
springs on to the ant and with a vicious stabbing motion he 
lodges his stone knife into the creature’s back. There is a tremen- 
dous cracking noise followed by a sudden spray of blood. The ant 
collapses immediately at your feet and the ratling emerges tri- 
umphant from the scene of devastation. 


Your benefactor introduces himself as Snart Spittlechops and 
thanks you profusely for your help. He believes that one good 
turn deserves another and gives you a small bone whistle. On one 
occasion only, you may blow this and Snart will attend and help 
you in combat; he gets 1D6 + 2 for his knife, 27 combat adds and 
has a CON of 9. You receive 50 APs and a permanent +1 to CHR 
for your actions. 


Now return to the paragraph that sent you here in the first place. 


56 

The batkin are a cruel race and have more than enough prisoners 
to try to steal the ant larvae. They execute you out of hand and 
leave your corpse for the scavengers to feast on. Go to 41. 


57 

You are in a small cavern with exits to the north and east. This 
place is effectively a pit with just a narrow ledge around the edge 
where you are standing. Covering the pit is a large net-like struc- 
ture while at the bottom is a collection of sharp rocks and a few 
unrecognisable bones. The net appears strong enough to hold 
your weight but is slightly sticky in places. 


If you don’t want to cross to the other side of this cavern, you can 
turn around and go back to the paragraph that sent you here. If 
you would like to balance on the net to cross to the other exit, go 
to 9 or if you think carefully shuffling around the rim of the 
crater is a safer option, go to 25. 


58 

As you inspect the developed larvae you notice one of them is 
moving. Perhaps it has already pupated? The hard casing sud- 
denly splits, and an insect emerges from within. However, it is a 
beetle not an ant, and it attacks you immediately. This creature is 
a fire beetle, so called because they lay their eggs in fire ant lar- 
val cases so that as they grow, they can use the ant larva as 
“fuel”. On emerging they fight their way to freedom or die trying. 
This one has a MR of 30 and its carapace is worth 6 points of ar- 
mour. Spite hits are worth double because it sprays a form of acid 
as well as crushing with its fearsome mandibles. 


If you survive 3 combat turns, large numbers of fire ant soldiers 
arrive and take over the battle. For this you earn 100 APs. 

If you kill the beetle before the ants turn up to help, you earn 150 
APs. You could also take one of the mandibles to use as a 3D6 + 
2 weapon (STR 4, DEX 6, Wt. 15). 

You can now return to 5 and make a new choice. 

If your CON drops to 0 or less at any point, go to 41. 


59 

Gasping his last the gnome continues, “The larvae have to be 
kept at a constant temperature; too hot and they don’t develop 
properly. I’m sure there must be ventilation shafts of some sort 
higher up in the anthill. Keep a close look out! it may just save 
you. Too late for me.” With that he expires. 

Make a note the gnome has given you this advice and return to 
the paragraph that sent you here. 


60 

The poor mad little creature is tougher than he looks. He is armed 
with a Dirk (2D6 + 1) and gets 26 combat adds. His CON is 14. 
If you defeat him, you earn 40 APs and you can take his weapon 
for your own use. Now decide which way you want to leave. You 
can go north to 5 or south to 19. 

If your CON drops to 0 or below, go to 41. 
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CHARACTER CREATION Pre-Rolled Characters 


You are a warrior in the royal guard of the fairy kingdom of Character Character Character Character 
Cerinor. Although most of the Queen’s soldiery are fairies, their 1 2 3 4 
realm is a multicultural one where all sorts of small humanoids 

and mini monsters live side by side. There are gremlins, ratlings STR 8 rs) 4 =) 

and even an enclave of pygmy goblins that can be found serving 

in the militia as well as a few dwon. Officially, a character enter- CON 6 8 5 5 

ing the fire ant colony should be less than 2-3’ tall but you could 

slip in a dwarf, hobb, gnome or leprechaun who doesn’t make DEX 5 26 20 DE 


the height restriction for the sake of enjoying the game. 


If you play a fairy, for your STR and CON roll a D6 and add 2. SPD 10 12 16 15 
For DEX and LK roll 4D6 and choose the best 3, then multiply 
by 2. For SPD, INT, WIZ and CHR roll the usual 3D6. Remem- 


INT 
ber that triples add and roll over. Your character cannot be higher uy rs ue : 
than second level, so if you roll an attribute higher than 29 (un- 
likely, but not impossible) it will have to be reduced to 29. We 8 12 6 13 
Calculate your combat adds and now return to the introduction to 
start your adventure. LK 22 14 24 29 
If you play a non-fairy, roll your character as per the rules just 
make sure that they are 2™ level or less. CHR 13 5 13 9 
If you are in a hurry, here are a few pre-rolled 2" level fairy 
characters. All you have to do is give them a name and a gender ADDS +23 +16 +24 +34 


and away you go. 


RANDOM ENCOUNTER TABLE 


Roll 2D6 separately and consult the table below. The number 
within the cell indicates which paragraph you should go to. 

Make a note of which cells in the table you have been to. You can 
only visit each one once, though some encounters may be repeated 
as they can be found in more than one cell. You need to re-roll if 
you get a duplicate at any time. If you ever manage to go to all 12 
different cells with any one character, then you should start again 
from scratch if you come back a 13" time and make sure to in- 
crease all MRs by 5. 


Most encounters have an adventure point rating. This is the number of APs surviving the encounter is worth, whether you engage in 
combat or not. 

Note that after any encounter with fire ants you can reset your scent mark to start another group of 6 before you need to make a further 
saving roll. The level of the SR is also reduced back to the previous level (i.e., If you are on your 3" run of 6 turns you would usually 
need a L3SR but now you only need a L2 roll). 


If your CON is reduced to 0 or less at any time, go to 41. 
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7 THE LATEST SOLITAIRE ADVENTURE \ 
FROM TAVERNMASTER GAMES! 


The Kingdom of the Khellad 
Dwarves sits high in the East 
Brahm mountain range and for five 
centuries their Lords have used the 
wealth from mining jewels and 
precious metals to build their cities 
and create engineering wonders, 
Not least of these are their 
skyships: large silver vessels that 
sail the skies, providing security, 
intelligence, and transport. You can 
only imagine what it might be like 
to see one of them up close, let 
alone fly in one... 


AVAILABLE NOW FROM OUR 
DRIVETHRU RPG STORE 
IN PRINT AND PDE 


EASILY PLAYS WITH ANY KEN ST. ANDRE D6 RPG! 


WATCH OUT FOR MORE RELEASES IN 2024, 
INCLUDING ALL-NEW AND UPDATED CLASSIC ADVENTURES FROM 
ANDY HOLMES, SID ORPIN AND DAVID MOSKOWITZ, 
FEATURING ART FROM JEFF FREELS AND SIMON LEE TRANTER! 
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Creatures by Lars Norblad 


Lars has offered up some creatures from Scandinavian folklore for your players to stalk in this issue. Being a winter issue having crea- 
tures from the colder north feels more appropriate for this time of year. Some of them are nicely unsettling and they’re sure to give you 
and idea or two for troubling your players. 


Backahast (Sweden), Brook Horse, Kelpie (Scotland) 
Ceffyl Dwr. (Wales) 


MR: 100 


Powers: If the combined 
INT, CHR, LUCK or 
WIZ, is lower than the 
MR, then the prey falls 
under the spell of the 
Brooke horse and will 
be drowned. 


A ferocious predator that 
appears near rivers and 
streams during times of 
heavy fog when the 
weather is gloomy. The 
Backahast will take on 
the guise of a beautiful white horse and will usually try to use its 
magical powers to trick its prey, often children, to sit on it’s back. 
Once it’s unsuspecting victim has climbed on, a Backahast will 
try to drown them.. It will also attempt to lure riders on horse- 
back, to secluded places where it will try to drown them. Throw- 
ing a piece of iron between a Backahsaten and the water, is said 
to break its spell. Backahdsten are related to Nixies, and other 
fey beings that live close to water, but a Backahdst tends to keep 
to itself. 


Gloson 


MR: 196 (for a group of 
4 characters) 


Special Feature: If the 
Gloson rolls 6 sixes in 
the first round, it will do 
double damage. 


A Gloson is a supernatu- 
ral sow. It is very big and very dangerous with glowing red eyes. 
The Gloson tend to live in cemeteries or inside mounds next to 


24 Deceaber 2023 


empty fields. Gloson have razor-sharp bristles and can rush at a 
person with the aim of cleaving them in half. 


Lindorm/Lindworm/Lintwurm 


MR between 100-500. = ae, { 


Older specimen can have eS 


even higher MR. It Can mY 
have the ability to fly 
and often has protective 
scales. 


a 


A / 


A smaller cousin of the 
dragon, with a longer, 
serpent like body; some- 
times with wings. Lin- 
dorm possess a magic 
ability allowing them to 
increase the sze of object 
they lay across - usually 
treasure - much like dragons. It also can move very rapidly by 
holding on to its own tail with its teeth, and roll fast like a wheel 
until it is upon its prey. Norsemen often depict The Lindworm on 
their shields and/or on rune stones. It is said that the Lindworm 
spends the winter inside Linde trees (Lind in Swedish). There are 
two types of Lindworms: the one mentioned above, but also a 
more kind “good” variety, which possessed magical charms that 
could be transferred if touched or captured. 


Mara/Nightmare/ Cauchemar 


MR 60 (120 When using 
magic). 


Special Feature: Can only 
be harmed by magic or 
magic weapons. If she beats 
a character’s combined INT, 
CHR and LK (or WIZ), then 
the character wakes up with 
their STR reduced by half i 
during that day, If he is at- : 

tacked a consecutive night, he runs the risk of going mad. Roll 


L2SR CHR or INT. 


Caused nightmares: The word nightmare come from the belief 
that it was caused by a being known as the Maren. 


Perceptions and belief in a figure that torments the sleeper is very 
old and can be found over large parts of the world - we find it, for 
example, among the ancient Sumerians, in India, in the ancient 
Roman Empire and in ancient Greece. Beliefs about the Maren 
are mentioned in Scandinavia as early as the Viking Age. In an 
Icelandic shell poem and king's tale, it is told how a king is killed 
by a Mara. In a couple of medieval Norwegian laws, fines are 
levied against women who, by night, torture others. Men who 
Likewise torment a sleeping person, or an animal are given warn- 
ings. Sjdlens Trdst a book from 1420 which was probably written 
by a monk from Vadstena, warns against believing in mares or 
fairies (maro ellir elfwa) as they may torment the sleeper. 


Maren can, without making any noise, gain access to a bedroom 
through a chimney, a window, or through the smallest crack in 
the wall. Even a keyhole is mentioned as a possible point of entry 
for the Mara. 


In several records, it is recorded how a person who was sleeping 
suddenly felt difficulty breathing, as if someone was sitting on 
their chest and pressing down hard on their rib cage. The body 
becomes rigid as if paralyzed and they are unable to call for help. 
Today this condition is called sleep paralysis, but in the past, it 
was thought to be caused by the Maren. 


Nixie/Nacken/Nakki/Nokk/Fossegrim 


MR 150-250. 


Spells: Nacken knows one, 
or all, of the following 
standard spells: Beffudle, 
Dum-Dum Mindpox, Spirit 
Mastery and Zingum. 


The Nixie is the rock star 
of Scandinavian folk lore. 
The Scandinavian nacken, 
nakki, nokk are male water 
spirits who can take on dif- 
ferent shapes — a human, a ie 

brook horse — who play en- nT 

chanted songs on a violin. 

luring women and children to lakes or streams to drown them. 
The best way to protect oneself is to wear something made of 


iron. 
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There are tales of Nacken who enchanted a large group of people 
and made them dance until their feet were worn down to the 
bones; Many songs have been written dealing with this theme. 
Sometimes a Nacken would share his musical talent, for a steep 
price usually the soul of the musician. 


Nacken can never be permanently killed, but their body can be 
temporarily destroyed. Though it will rarely engage in hand-to- 
hand combat. 


Skogsraet 


MR: 80 (120 when using 
her charm) 


Special Feature: Cannot 
be harmed by ordinary 
weapons. Magic and sil- 
ver is effective. She can 
try to bewitch a male 
character and succeed if 
her MR is greater than 
the victims combined IQ, 
CHR, LK (or WIZ). 


Skogsraet, 'the Mistress 
of the Forest, 'the Forest 
Rd' is a mythical female 
forest creature (or ra) in Swedish folklore. 
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A Skogsraet will appear in the form of a small, often very well 
dressed beautiful woman with a friendly demeanor. 


Skogsraet appear as a normal female from the front, but if seen 
from behind a Skogsraet has a hollow back and a tail. Skogsraet 
have the power to bewitch men, so that they can’t see her for 
what she really is. 


Those who are enticed into following her into the forest are never 
seen again. Any human male who is seduced by a Skogsra be- 
comes an introvert, as his soul is stolen by her. If the seduced 
man is a hunter, he may be rewarded with good luck in the hunt, 
but should he be unfaithful to the Skogsra, he will be punished 
with numerous accidents. He may put an end to a stormy night 
caused by her vengeance by firing a shot at her. Late folklore in 
Nyland, Finland describes silver bullets as effective means of 
killing a skogsra. 


A Skogsraet considers herself to be the Mistress of the forest and, 
she demands respect 


> f 


TrollsZ ine! 


25 


Nefarious Nialdubh’s 
NOTEWORTHY TRAPS: 
d DP 4 Bee 2 eS Ga arrus We 


By Neil Robertson (Nialldubh) 


During my many years of gaming, I would write notes to create a trap for a dungeon I was considering on scrap paper or in a jotter, 
then doodle a small picture to represent the idea for some of them. A few months ago, I collected these old pictures and notes, and 
scanned them to my computer to sort. The pictures have been altered slightly to enhance them, and make them more exact. These are 
some unusual traps for your players' Delvers to experience and well... SURVIVE... [We believe you Neil, honest we do! Expecting 
survivors, really. ] 


Cactus Room ‘Trap 


This is a circular chamber, some forty feet across. At its centre there is a large cactus plant about 9 

feet tall and 4 or 5 feet in diameter. It is hard to avoid the obvious reference to a phallic symbol, but * why M (2 
to all intents and purposes this is just a huge, green, spiny sausage protruding from the cavern floor. ° 
Even to the casual observer there are prominent grooves scattered at irregular intervals radiating out 
from the edge of the cactus all the way to the wall. Those who walk around the outer edge of the 
room and stay within 6 feet of it can move to the far door with ease and without triggering the trap. If 
PCs step beyond the outer safe area, they may cause the cactus, a rare species the Puffer 
Saguaro (Carnegiea Ballona), to expand suddenly. If one PC is close, a L1SR LK is needed 
to avoid triggering the expansion. If there are 2 PCs close, then a L2SR is needed and so on. 
If anyone touches the cactus, whether directly or remotely, it will expand immediately. It 
makes a whining sound as the pressure within it grows and this sends hundreds of spines, 
like so many shots from a blow gun, in every direction. 


The potential for trauma from the cactus is two-fold. Firstly, the spines will cause up to 6D6 in hits; reduce by 1D6 for every level of 
LKSR a character can make. Armour will protect at face value only, but warriors may have double protection if they can make a L2SR 
SPD. Secondly, characters who fail a 
L2SR DEX, will be forced up against 
the wall of the chamber and take an 
extra 2D6 in crush damage. Again, ar- Cactus Room Trap 
mour at face value only. 


The joy of being the GM when deal- 
ing with this sort of setting is to try to 
entice PCs, against their better more Cactus at 
cautious judgment, to get close to the Full Size 
cactus. Describe the spines as golden 
or that that the plant is singing an en- 
chanting tune or tell players that be- 
nign, healing magical vibes emanate 
from the plant itself. If they somehow 
come up with a way of getting hold of 
some of the pulp inside the cactus, 
give it healing properties and tailor 
them to what the party needs at the 
time: CON healing, poison detoxify- 
ing or disease curing. 


Scratches in Cavern Floor 
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Hourglass Room Trap 


“Do you sometimes feel time just slipping away?” 
The hourglass room is circular, about 20 feet in diameter, with two doors directly op- Ws Sefel 
posite each other. The floor is covered with a thick layer of sand—mostly white, with a 
swirling multicoloured pattern radiating out from the centre to the walls. The sand is en- 
chanted to repair any disturbances in the pattern, so delvers will leave no footprints. Addi- 
tionally, there is a chute coming from the wall near the ceiling. It is noticeable if the 
characters specifically say they look up, or if they make a L2SR LK. 


New sand actives here at this chute! 


Trap activation 

Once two delvers are inside the room (if the party moves quickly, you may wait until a 
few more are inside.) the trapdoor between the two sections of the hourglass will slide eres te : 
open and anyone weighing less than 250 lbs will begin to slide into the hole with the sand tay! | f » Earth 
—unless they have a sufficiently heavy colleague in the way or to grab on to. Those in $ = 
danger of being sucked in will need to make a SR on SPD to make it back the closest exit. 
L1, if they're already close to a door, L2 if they're close to the centre of the room, and L3 if 
they're already in the centre, in need of avoiding the opening trap door. ces SW Secon ee 
Those who fail the SPD SR will need to make a L3SR DEX or a L2SR STR to grab the edge andllads Original Design 
of the hole or some protruding piece of the trap door and avoid falling on to spikes, which may be 

partially or entirely covered already with sand, depending on the results of a L4SR LK. 


eo - 


Thirty minutes later 

The trapdoor will slide shut, quickly—it is heavy and sharp enough to cut through any living creature caught in its way. Those left be- 
low will suffocate with 60 minutes. Up above? The sand will start pouring from the chute—not quite enough to bury the delvers in the 
top half, but they don't need to know that. 


Implementation Notes 

Tempus Fugit is the guiding principle behind the trap. Kind GMs might put a warning of that nature on the exterior door. Perhaps 
“Time is of importance HERE, so BEWARE!” 

Given this (and remember, we want “your players’ characters to experience and well... SURVIVE...") a GM should reward quick re- 
actions and actions from the players in everything from falling onto the spikes (Do they accept their fate and get ready for a damage 
die roll or do they shout, "How big are they? Can I twist as I fall?") to digging through the sand to pounding through the trap door—or 
even using something (other than their body parts) to hold it open. Maybe in that first thirty minutes they focus on the chute above to 
mitigate the impending refilling of the room. 

Tempus fugit but for the players that need not mean vita brevis est. 


Multicoloured Sand 


New Sand Enters Hefe 


Hourglass Room Trap 
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Dragontooth Handle 


This little gem can be slotted onto any door the GM likes, particularly if the PCs are getting a bit 
cocky and not being quite as cautious as they should. The handle has a real bite! If a character tries 
to turn the door handle without stating that he/she is taking precautions against traps, then a L3SR 
LK is needed to spot it, reduced to L1 if they are being careful. Fail the roll and a mouthful of sharp 
teeth will seize their hand and sink into their flesh. It attacks as a MR 30 (4D6+15) creature but is 
otherwise non-functional. If the GM wants to be particularly unpleasant, he/she might insist on a 
random roll to see whether dominant or non-dominant hand was used. Only the hand that wasn’t 
used to turn the handle can be used to wield a weapon against the ‘handle beast’. It only attacks 
those whose hands are exposed, so a thick pair of gloves will suffice to deter it. A Knock-Knock 
spell physically opens the door, or a L5SR SPD or DEX will allow a delver to move too quickly for 
them to be grabbed and get the door open. 


Special Damage: To be really horrible, make the handle venomous. Either choose which poison it 
contains from the rulebook or let it do 1D6 hits in damage per turn for the next 1D6 turns. 


Bridge Trap 
A Plaque on the wall beside the bridge states in Trollik Runes, “Bridge can take 300 pounds or less. Any more and it will break!” 


Also by the bridge is a pool with a drawing (perhaps a muscle outline?) suggesting a drink will make one much stronger. At the other 
edge of the bridge is something such as a boulder or other obstacle that clearly will need a great deal of strength to get past. 


The pool immediately doubles the character’s strength, with no other effect. However, within a minute, or so, the strength increase 
continues, eventually reaching triple strength but as the character gets that same boost of STR, their weight also doubles. This should 
be a steady but quick process after the initial delay, the idea being the player continues to gain weight while on the bridge. 

The pool is clearly magical—any wizard can detect it, and two omnipotent eye spells (one for each stage) will let them know how it 
works. 


As for the affected delver? It takes brains or body awareness to notice the weight gain—a SR at their level on 
CON or INT (GM chooses the higher or lower value depending on player action). 


Fire Pit Trap 


Once a delver falls into the pit they will find themselves standing in four inches of oil. A lit torch falls from the ceiling, but stops its 
descent, floating in mid-air just out of reach of the players. It wobbles, waivers, as if it’s going to continue to fall, dropping a few tiny 
embers which are extinguished before they hit the oil (think sparks from fireworks). 

The torch will eventually burn itself out-however, it should look as precarious and dangerous to the players as possible. 

The torch is also not quite normal, it is fragile, and burning from within as well-think a core of hot coals. And it is fragile. Player con - 
tact with the torch will shatter it into 1D3+3 pieces (or perhaps # of players in the pit + or -1 depending on the GM’s mood) which 
will fall normally and still be burning upon contact with the oil. Players will take 4 points of damage directly off their CON for every 
minute still in the fire. 
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This ts BEAN! The D2 roleplaying game from the genius that ts Jeff Freels 
Rules, Sourcebooks and Adventures available from Fabled Worlds at Drive Thru RPG 


With the baste rules, you can There are solitaire adventures that 
transport your players to any you can explore on your own fn 

fantasy setting. There are diverse settings from dank castle well-known fantasy authors such as 
sourcebooks that will let you explore keeps full of dark magic to sun- Mike Heleomb, “Mad Rey’ Cram, 


the world of the Beanfelk, baked deserts that are the home to and even the TrollGod himself, 
Ken St.Andre. 


There are GM adventures written by 


Terrafavus, or take one small step monstrous creatures and other 
into the Beaniverse. places besides, 
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BEAN! Ts a super little game for all the family to enjoy. 


So, go toss yourself some beans today! 
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By Derek Riekstins-Morgan 


Crafted by Wiztechs and powered by Kremm Batteries, 
this is the technology of Galaxies & Trolls. 


G&T: Kremmtech is the second part of the Galaxies & Trolls scifi space Opera game system which first appeared in 
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Vorpal Breaching Scissors 


Combat Tech 


Blasting Power Grenade 
BlindSight Scope 

Force Shield 

Freeze Please Stunner 
Hellbomb Grenade 
Incoming Interceptor 
Mind Pox Cone 

Poor Baby Paste 
Rock-a-Bye Stunner 
Smog Grenade 

Vorpal Breaching Scissors 
Stone-Fist Gauntlet 
Unerring Bullet 
Whammy Mod 
Zappathingum Mod 


Transport Tech 


Evac Suit 
Fisherman's Friend 


Wiz-O-Matic Mac3000 


Transport Mods 


Alaka-Scram Burst 
Crazy Ivan Button 
Dyna-Paint 
NYSMNYD 
Slipdrive 

Turbo Zoomer 


Zoomer 


Utility Tech 


Bath Bomb 

Add moisture to this smelly ball and it will 
erupt into a mass of very sticky, large bub- 
bles. Anything in it’s 10’ radius is held fast 
unless a L3SR STR is made. Will extin- 
guish fires. Bubbles pop after five min- 
utes. Available in lavender or rose scents. 
Needs: N/A 

Power Up: no 

Cr 300 


Brain Basket 

This wire-frame head covering will protect 
the wearer’s brain from any non-physical 
harmful effects, such as Pox Cones. The 
defense lasts for an hour. It looks ridicu- 
lous, but is very effective. Can’t be worn 
with helmets. 

Needs: 14 charges per use, EKB 

Power Up: no 

Cr 300 for human-sized head 


Cateyes Glasses 

Night-vision eye-wear, sleek and very 
stylish with neat red lenses. 60’ range. 
Needs: unlimited, EKB 

Power Up: no 

Cr 200 


Chatty Cube 

Small crystal cube that allows you to have 
an audio or video conversation with any- 
one else you know that also has a Chatty 
Cube. Distance is not a factor and you can 
call multiple people at once. You can also 
dictate to it to send a written message or 
even ask it to take a nice picture or record 
a funny video of a cat. 

If you can't provide enough personal info 
to distinguish Captain Laserpants from all 
the other Captain Laserpants, it won't con- 
nect. Try adding in his last known ship 
name or pet name, something unique to 
him. 

Needs: unlimited, EKB 

Power Up: n/a 

Cr 100 


Dem Bones Harness 

This bundle of cables and clips can be 
used to animate sets of bones which can 
then be controlled remotely via a small 
gamepad. The bones don’t necessarily 
have to be from the same creature, but 
they have to be from creatures of roughly 
the same size and structure. 

Attacking bones use your adds, but only 
those from INT, LK and SPD. 

The bones will animate for 1 hour. 


Needs: 14, EKB 

Power Up: extra hour of gameplay per 14 
charges 

Cr 300 for human-sized harness 


Ding-A-Ling Alerter 

This walnut-sized sensor sends an audible 
or silent alarm to a wrist pad whenever it 
detects any movement within 50’. Range 
to wrist pad is unlimited. 

Needs: unlimited, EKB 

Power UP: no 

Cr 200 


Double-Double Pills 

These come in eight varieties and colours, 
each will affect a particular attribute, STR, 
DEX, etc. When consumed they instantly 
double the attribute for 5 combat turns or 
10 minutes. When the effect wears off, 
that attribute is halved for the same length 
of time it was doubled, unless you can 
make a L4 roll using the normal value of 
the attribute. 

Needs: n/a 

Power Up: n/a 

Cr 400 


Healing Feeling Pill 

Cures diseases (natural or magical). One 
dose will cure 1d4 ailments in a patient. 
Needs: n/a 

Power Up: n/a 

Cr 300 


Hideybrella 

This fold-up small dome on a stick creates 
a limited Now You See Me Now You Don't 
(NYSMNYD) field, rendering it and all 
things beneath it invisible. 6’ diameter. 
Also keeps rain off. 

Needs: EKB 

Power Up: 

Cr 200 


Hush Boots 

Unfashionable footwear that masks all 
sound in 2' radius of wearer. 

Needs: unlimited, EKB 

Power Up: n/a 

Cr 150 


Java Juice 

Drink to double your speed for one com- 
bat. Afterwards you take damage equal to 
however much you fail a L2SR CON check 
by. Roll a three and your current CON is 
reduced to 1 point. 

Needs: 3 charges, EKB 

Power Up: open harder locks 

Cr 100 


Knock Knock Breacher 
This looks like a complex hand-sized 
hammer. Activating it and then tapping 


the right part of a L1 lock will cause it to 
open. Also opens Lock Light Catches of 
L1. 

Needs: 3 charges, EKB 

Power Up: open harder locks 

Cr 100 


KYA Identifier 

The Know Your Alien hand-held scanner 
will identify a creature scanned, detailing 
its species, origin and summarising their 
relative danger to you as an MR-value out- 
put. Other random information may also 
appear on screen, like its favourite food 
(which may be you). Range is 10’. 

Needs: unlimited, EKB 

Power Up: no 

Cr 100 


Little Feets Boots 

This handy footwear will give you a speed 
boost for 5 combat turns (target effectively 
gets 10). SPD is doubled. 

Needs: 10, EKB 

Power Up: double duration. 

Cr 300, versions available for those with 
more than two feet. 


Lock Light Catch 

These hand-sized gadgets will seal any 
opening door or window for ten minutes. 
You need to make a STR check at the level 
of the gadget to break the catch. 

Needs: 5, EKB 

Power Up: increase the STR check level 
by x2 

Cr 100 


OTII Scanner 

A hand-held Oh There It Is scanner with 
lots of lights and buttons, plus it beeps a 
lot. Used to find various things like spe- 
cific races, types of rock, energy sources, 
hidden things, etc. Range varies (see be- 
low). 

Needs: 4 for the item sought/identified 
within 25’, EKB 

Power Up: extra 25’ range 

Cr 100 


Porta-Vision Projector 

Attach the wired, sticky pad to your fore- 
head and then activate to create a ten 
minute illusion of your own design, com- 
plete with motion and sound. Area of illu- 
sion 10’x10’x10’ cube. Illusion looks real 
to anyone within 250’ of it. 

Needs: 30, EKB 

Power Up: increase the check level by x2 
per minute that the duration is reduced by 
Cr 600 
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Porta-Wall Cube 

These fun little cubes are about two inches 
square and come in five forms: Fire, Ice, 
Steel, Stone and Thorns. When activated 
a wall will appear with a strong Glue You 
adhesive on three sides, allowing it to ad- 
here to almost any solid surface. They are 
in fact tiny dimensional pockets into 
which a wiztech has squeezed a 60’ by 12’ 
wall of the specified material, 12” thick. 
The strength (CON) of a wall is 60 and 
unless destroyed it will stand there for an 
hour before dissipating. 

Needs: varies (see below), EKB 

Power Up: increase size x2 

Cr 600 


Wall of Fire: this one does not need 
Glue You to stay in place - it just does. 
Walking through will hurt for 60 points 
of fire damage. Water attacks do x2 
damage. 

Needs: 20 charges 


Wall of Ice: hot attacks do double 
damage. Can temporarily seal hull 
breaches. 

Needs: 24 charges 


Wall of Steel: impassable without 
means to melt or otherwise destroy 
steel. Can temporarily seal hull 
breaches. 

Needs: 32 charges 


Wall of Stone: a nice pink granite. Can 
temporarily seal hull breaches. 
Needs: 28 charges 


Wall of Thorns: no Glue You for this 
one, instead little tiny roots and suckers 
hold it firmly in place. Sleep-poisoned 
thorns - a L6SR LK to avoid when 
hitting, else sleep for 1D6 days. 

Needs: 20 charges 


Passing Through Suit 

This single-use, silvery bodysuit generates 
a near-field that oscillates between normal 
space and Slippy Space. It lasts just two 
minutes, but in that time the wearer can 
pass through solid objects. Once used it 
becomes a rather unflattering silver body- 
suit. You can wear a few very slim objects 
under it. 

Needs: 26, EKB 

Power Up: no 

Cr 800 


Prodder 

Delivering a small electrical charge these 
pointy sticks are great for animal and 
crowd control. Damage from a prodder is 
stunning damage, i.e. it can reduce your 
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CON to zero, after which each additional 
point of stun damage knocks you out for 
an extra two minutes. 

Needs: 1, EKB 

Power Up: a dial near the base allows any 
amount of remaining charge to be deliv- 
ered in the next jab. 

Cr 100 


Reanni-Mate 

Looking a bit like a small, spiky sundial, 
place this device on the torso of any newly 
deceased individual (anything up to 24hrs) 
to bring them back to life. Make sure their 
head is still attached, then push the middle 
button. The individual will be reanimated 
as a zombie friendly to the button-pusher. 
The zombie’s stats remain the same as in 
life, except CON is multiplied by 1%, 
CHR by % and INT by %. 

Needs: 50 charges, EKB 

Power Up: n/a 

Cr 900 


Second Sight Visor 

A neat headpiece that covers your eyes. 
Enables one to distinguish reality from il- 
lusion up to 10’ away and thus see things 
as they “actually are” for a duration of 10 
minutes. 

Needs: 25, EKB 

Power Up: Duration x2 

Cr 500 


Shake & Breaker 

A hand-sized multi-tool that can break or 
disarm mechanical or spelltech traps and 
locks. Missed check means you have 
jammed the lock and may set off any 
traps. A LK SR is required to disarm/open 
something and the level is based on com- 
plexity. 

Needs: 7, EKB 

Power Up: reduce LK level by 1 step, 
minimum L1LK. 

Cr 200 


Smarter Me Pill 

This small red_ pill 
INTscore x2 for a day. 
Needs: n/a 

Power Up: no 

Cr 200 each 


Translator Wizard 

The user of this expensive crystal earpiece 
can understand and speak any language, as 
drawn directly from the mind of anyone 
with whom they wish to communicate (if 
they have some kind of “language’”). 
Lasts for 1 hour when activated. 

Less costly versions are available that just 
translate specific common languages. 
Cost: 50, EKB 


increases your 


Power Up: no 
Cr 1,000 


Two-Me Wrist Band 

Projecting a perfect second copy of the 
wearer up to 50 feet away. Copy can be 
controlled by wearer's thoughts. 

Cost: 30, EKB 

Power Up: no 

Cr 600 


WOW Lights 

These tiny wisp-like lights can be very 
bright, multi-coloured and will hover, con- 
trolled by a wrist-pad if on the move. 
Most transports and buildings have a panel 
with knobs controlling multiple WOW 
Lights. 

Needs: unlimited, EKB 

Power Up: n/a 

Cr 10 


Vorpal Breaching Scissors 

These rather oversized scissors use Vorpal 
Tech to cut through just about anything if 
you are strong enough to use them. Mini- 
mum STR score to use is 17. 

Needs: 1 charge per inch-thick material, 
plus 1 charge per 1 foot of cutting 

Power Up: no. 

Cr 300 


Combat Tech 


Blasting Power Grenade 

Incendiary grenade that can be thrown 
about 70’ with 5’ blast radius. 4D6x2 
damage. Ignites flammable items in 
range. 

Needs: 50, EKB 

Power Up: no 


Cr 300 

Blindsight Scope 

Night-vision add-on for hand-held 
weapons. It looks cool on a blaster but 


silly on a sword. 1000’ range. 
Needs: 6 per half hour, EKB 
Power Up: no 

Cr200 


Force Shield 

This is worn on an outward-facing belt or 
strap. Wraps an energy shield around you 
(just you) that lasts for two combat turns. 
Deflects all kremm_ energy attacks 
(kremmtech and spells). Does not deflect 
other attacks, e.g. bullets, rocks or nasty 
comments. 


Needs: 18, EKB 

Power Up: increase duration x2 per extra 
18 charges. 

Cr400 


Freeze Please Stunner 

Looking a bit like a high-tech blunderbuss, 
these are very effective non-lethal 
weapons. Range is 70’. Target is paral- 
ysed if they fail a L2SR STR check. 
Needs: 8 per shot, EKB 

Power Up: 8 to lower target’s resistance 
by one Level. Minimum L1STR. 

Cr 300 


Glue You Grenades 

Throw these on any surface to cover a 
small area of it in a very sticky grey goo 
(usually enough to catch one creature). 
Anything trying to travel across it will 
have its SPD reduced to half for 5 combat 
turns. 

Needs: 10, EKB 

Power Up: denser goo produced doubling 
duration. 

Cr 300 


Hellbomb Grenade 

Explosion deals 600 damage in 15’ blast 
radius and can blow a hole in most things. 
With its spelltech-enhanced active aerody- 
namics you can pitch this bad boy up to 
500’ at only L1SR DEX to hit your target 
area per 100’ thrown, ie. L2SR DEX at 
200', L3SR DEX at 300’, etc. 

Remember, once activated, Mr Hellbomb 
is no longer your friend. 

Needs: 100, EKB 

Power Up: no 

Cr 1,000 


Incoming Interceptor 

This handy orb will hover near you and 
blast incoming projectiles with disintegrat- 
ing streams of kremmfire. Will intercept 
arrows, knives, bullets, grenades, tiny 
rockets, etc. but not blaster fire. Can deal 
with 4 separate attacks per combat turn. 
Needs: 14 for 3 combat turns, EKB 

Power Up: no 

Cr 400 


Mind Pox Cone 

This cone-shaped device sends out a 
brain-scrambling pulse up to 200’. A sin- 
gle sentient target (LISR DEX to hit per 
50’ range) is confused and cannot attack or 
defend for three combat turns. 

Needs: 39 charges, EKB 

Power Up: plus one creature affected 

Cr 500 


Poor Baby Paste 
This pale blue paste heals any cut, burn, 


etc. of any organic-based life form. Heals 
6 points of CON, does not stack. 

Needs: n/a 

Power Up: n/a 

Cr 200 


Rock-a-Bye Stunner 

Looks like a stick with a shiny ball on the 
end. Shake it to send out a narrow sonic 
burst that causes target to fall asleep for 
1D6 x10 minutes. Range is 30’ Target 
can resist if they make a L2SR INT check. 
Needs: 11 per shot, EKB 

Power Up: adds 1D6 duration. 

Cr 400 


Smog Grenade 

Expels cloud of poison gas for 1 combat 
tum. If those in the 10' area of effect 
breathe, they are debilitated and lose half 
their CON (or MR), rounding down. 

If spite damage occurs naturally, this does 
not increase it. 

Needs: 50, EKB 

Power Up: n/a 

Cr 400 


Stone-Fist Gauntlet 

Powered gauntlet that allows you to pum- 
mel things very hard for 5D6 damage + 
your Combat Adds. 

Needs: 20 per strike, EKB 

Power Up: no 

Cr 500 


Unerring Bullet 

These bullets always deal at least 1 spite 
damage (does not change weapon dice 
roll). 

Needs: 3, EKB 

Power Up: no 

Cr 10 each 


Whammy Mod 

This weapons mod can be fitted to any 
hand-held kremm-powered weapon. It in- 
creases the efficiency of the conversion of 
kremm to energy - tripling the damage 
output of the weapon (triples total damage 
generated, including Combat Adds. Also 
triples Spite Damage). 

This effect lasts for one shot, then it needs 
to cool down for ten minutes. Cannot 
stack. 

Needs: 10, EKB 

Power Up: double duration before 
cooldown, but requiring double cool down 
time 

Cr 300 

Zappathingum Mod 


This weapon mod can be fitted to any 
hand-held kremm-powered gun. It greatly 


increases the efficiency of the conversion 
of kremm to output energy - tripling the 
damage output of the weapon (triples total 
damage generated, including Combat 
Adds. Also triples Spite Damage). Can- 
not stack. 

This effect lasts for one shot, then it needs 
to cool down for ten minutes. 

Needs: 24 charges, EKB 

Power Up: double duration requiring dou- 
ble cool down time 

Cr 700 


Transport Tech 


Things you can add to transports, but can 
also be stand-alone fun. If you want to 
add it as a permanent fixture running off a 
kremmdrive, the power cost is 10% of the 
listed Needs rating. 


Evac Suit 

Sealed bodysuit with helmet, providing air 
and water for five days. Tough (provides 
2 Hits protection) and durable. Can be 
used in liquids, gasses or a vacuum. Re- 
duced vision and movement meaning your 
DEX, SPD and any checks to notice things 
are all reduced by 5. 

Needs: n/a 

Power Up: n/a 

Cr 100 


Fisherman's Friend 

This remotely-operated grapple will seek 
out your target and latch on (L2SR INT to 
succeed). Range is 1km in zero-g. The at- 
tached winch (or a friendly troll) will then 
retrieve your prize. Can grapple up to 
medium-sized transports. 

Note if their transport is bigger than yours, 
you will probably be taken for a ride. 
Needs: 100 charges, DKB 

Power Up: double range 

Cr 1,700 


Wiz-O-Matic Mac3000 

This amazing Spelltech by the Wiz-O- 
Matic corp can create a kindred-specific, 
tasty, nutritious burger with a slice of 
cheese from nothing. 

The manual includes a twenty page philo- 
sophical waiver for vegetarians concern- 
ing the fact that the meat, though 'real', did 
not actually come from a living or dead 
creature. Most vegetarians just push the 


TrollsZ ine! 33 


green veggie-burger button anyway, be- 
cause who would ever trust a philosophi- 
cal wizard. 

Needs: 10 charges, DKB 

Power Up: adds bacon 

Cr 900 


Transport Mods 


These items are listed with a base power 
requirement to operate which has to come 
from a kremmdrive. Mods build up power 
and then release it in a burst to fuel their 
effects, they then have to recharge before 
being used again. 


Alaka-Scram Burst 

Sends out a pulse of kremm-flem which 
reduces the target's speed while temporar- 
ily boosting yours. Great for a quick get- 
away when you are outgunned. 

PWR 100 

Duration 4 combat rounds 

Recharge 1 hour 

Cr 900 


Crazy Ivan Button 

Push this button to get your transport to 
move in a mad, 360 degree zig-zag pattern 
for the next four rounds. Effectively dou- 
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bles any armour plus another 2D6, but re- 
duces Combat Adds by half (round down). 
Any rockets fired at you before or during 
this effect will automatically miss. 

PWR 10 

Duration 4 combat rounds 

Recharge 1 hour 

Cr 1,000 


Dyna-Paint 

A good paint job will surprise and distract 
your opponents. This dynamic picture 
flows and morphs over your transport. 
Double your adds from SPD for the first 
round, x1.5 Adds for the following rounds. 
PWR 10 

Duration 5 combat rounds 

Recharge 1 hour 

Cr 800 for tiny-sized. Price then doubles 
for each size category. 


NYSMNYD 

The power-hungry Now You See Me Now 
You Don't mod is the ultimate in surpris- 
ing/avoiding fellow spacers. At PWR200 
it's usually only found on the bigger ships. 
PWR 200 

Duration 1 hour 

Recharge 2 hours 

Cr 9,000 


Slipdrive 

The thing that gets you going faster-than- 
light via Slippy Space. Note you can't just 
drop into Slippy Space, it’s not like dust- 


hea 
SS 


ing shelves, you need to plot your destina- 
tion and spin-up the drive which takes 
1D6+1 combat rounds. The listed PWR50 
cost is to drop into Slippy Space. Simply 
turn it off at the appropriate time to exit. 
PWR 50 

Duration instant. 

Recharge 2 hours 

Cr 6,000 


Turbo Zoomer 

Need a boost? This mod will triple your 
ship’s maximum speed for 10 rounds. It's 
best used in a straight line for get-a-ways, 
as trying to steer at such speeds can be 
dicey. Push the button and hang on to 
your lunch. 

PWR 100 

Duration 5 combat rounds 

Recharge 2 hours 

Cr 2,000 


Zoomer 

Need a boost? This mod will double your 
ship’s maximum speed for 5 rounds. It ‘s 
best used in a straight line for get-a-ways, 
as trying to steer at such speeds can be 
dicey. Push the button and hang on to 
your lunch. 

PWR 100 

Duration 5 combat rounds 

Recharge 2 hours 

Cr 1,000 
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Section 1: Setup 


Player Characters 


Anywhere from 1-5 characters can work. Note that while oppo- 
nents’ combat attributes (e.g., monster rating) scale with party 
size and strength, saving roll levels and treasure do not, so it it’s 
best to lean towards the lower levels. 


All creatures but Batkin (for narrative reasons) are welcome. As 
the setting is a ship built for dwarves, the GM is encouraged to 
use Frankenstein’s monster in Special Player Parties as a start- 
ing point for imposing combat and movement restrictions. 


The Scenario Background and Framing 


Since players will eventually be going to the skyship, it’s best to 
get them in front of the Margrave as quickly as possible bypass- 
ing the specific tavern/biblioteca/caravan paragraphs in the solo. 


If the GM wishes to use something more than a simple Help 
Wanted sign, they can still allow the characters to go on the cara- 
van and have capture be automatic, followed by the Margrave 
ransoming them and a debt to be paid... 


Or — especially if the party are illkin or real monsters — make it 
clear the locals don’t want them there (“You’re gold’s no good 
here, freak!”) and carrying out a mission will give them official 
sanction to be in Solihar. 


The players’ briefing should contain info from 55 (the Mar- 
grave) and 4140 (the Biblioteca) with special emphasis on the 
greater political and economic implications if the Solhillians 
learn to make their own skyships. It should be clear that the Mar- 
grave needs this information and is willing to pay, but is not 
above threats either... 


Players will also learn that in addition to the Khellad Dwarves, 
Batkin — Khellad’s allies — are also expected to be heading to the 
site. (Solihar is more closely aligned with the fairy kingdom Ceri- 
nor!) 


Finally, if there are any spellcasters in the party, one will find a 


note on their person (which will tum to smoke once read): 
“Magic and magic wielders are being misused: we know. We 
need proof. You need our tolerance if not our aid. In three sec- 
onds this note will self-des—” POOF! 


(More on this in the next section and Scoring the game, sou- 
venirs and spell rewards) 


The three big questions: 


Q1. Why does Khellad or Solihar need a skyship? It’s big and 
slow and vulnerable and the world has magic and flying beasts 
and... 


A1: Yes, but if you are Khellad, are you going to trust hired drag- 
ons or Batkin to guide your army? To carry your most precious 
commodities? As for teleporting goods and individuals, there’s 
the risk of counter spells and all of that meteoric iron in the 
mountains causing deadly interference. 


Q2: How does the skyship work? 


A2: The margrave has little idea—that’s the point of the ad- 
venture. It’s a hydrogen dirigible with a kremm-powered engine 
(tapped directly from shackled wizards) providing thrust and me- 
chanical devices for steering (so even if the magic goes out, they 
can have a softish landing.) 


Wait wait wait: kremm tapped from shackled wizards? That’s 
not cricket! 


No, it’s not. The world of Talsus may be a harsh place (i.e., peas- 
ants aren’t losing sleep over who was tilling their land before it 
entered into their families, and the nobility care even less) but 
even among ‘good kin’ this behavior could seriously dent trade 
and military negotiations as well as reducing demand for dwar- 
ven goods among ethically-minded (be it performative or gen- 
uine) citizens. 

Q3: Why did it crash? 

A3: The margrave only has conjectures and there are false 
flags throughout (e.g., the demons, the dwarven alcohol...), but 


Occam’s Razor applies: wind. This is a wintery adventure in the 
mountains after all. 


1 Sid Orpin’s fairy kingdom of Cerinor is the world of Talsus’ greatest check on Batkin machinations and Queen Alessa Morestra Faneffoil, refer - 
enced below in Special Player Parties, is its current ruler. More on them in Formication (see this very Trollszine!) 
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Managing the Countdown: 


The Khelladar are coming after all — Suggested approaches: 


@ What the solo calls for. If it’s just one player and a GM, 
this will work fine, with minor adjudicating for a player act- 
ing with great haste (such as running through corridors or 
saying, “I don’t look around”) or being indecisive or just 
doing...well, player stuff (“I mix four grains of each pow- 
der in a thimbleful of water, stir it three times counterclock- 
wise...”) 

e Real-time: Anticipate a three hour session, with the GM (if 
kindly) providing an alert around 2:45. 


e Advanced countdown. Once the players are inside the sky- 
ship, start the clock at 60 and begin counting down accord- 
ingly: (GMs are encouraged to call out Tick or Tick-tock): 


oo Tick (1 unit): 
« Entering a room for the first time 


« Fast decisive action (e.g. “The jar on the left: I swallow 
its contents.”) 


= Looting any item off a corpse that doesn’t require a SR 
to find 


© Tick-tock (2 units) 
= One round of combat 
= Asecond attempt at a failed SR 
« Brief debate among players 


= Searching of corpse that requires an SR to find the 
goodies 


o GM just calls out a number or repeats “Tick” or 
“Tick-tock” (i.e., elapsed time >2) 


« Extended player debate 


« Jerry rigging stuff (e.g., “I’m going to attach one end of 
the rope to the lever and another to the doorknob while 
Sasha takes a crossbow bolt and...”) 


Difficulty scaling (i.e., adjusting combat for 
party strength). 

Given The Skyship of Lord Orink was d 

esigned for a single low-level character with minimal spellcasting 


or monstrous abilities, we suggest these guidelines as a starting 
point: 


Total Party Multiplier For Monster 

Adds + % Total Rating And Adventure Con And Combat Add 
Con Points Modifiers 

Up to 40 1.0 CON + 0:adds+ 0 
41-60 1.5 CON + 10: adds + 10 
61 - 90 2.0 CON + 20: adds + 20 
91 - 130 3 CON + 40: adds + 40 
131 - 180 4 CON + 60: adds + 60 
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Matters Magical (i.e. spells) 


Outside of the Skyship 


All spells work, with the following caveats: 


e As noted above, teleportation to the site is not possible: 
too much meteoric iron in the mountains. 

e Flying or levitating via spells (or equivalent monster abil- 
ities) is especially dangerous due to the winds. To stay 
airborne, players must make two successful L3 (higher 
for creatures smaller than humans) saving rolls: 

o One on DEX 
o One on IQ (for spells) or STR (for winged monsters) 


Failure of one or both results in the character crashing 
and taking 4D6 damage. 


Spells cast on the skyship’s exterior 


The skyship’s exterior is covered in runes which will cause all 
spells cast on it to fail and casters to receive (expended WIZ x 
spell level) damage directly off their CON. 


Casting inside the skyship: 


Because the ship needs kremm to function, complete magic 
dampening isn’t possible, but there is an alarm system which will 
go off if anyone casts a spell. Its effects: 


1. A brief (one tick) siren that triggers an immediate check 
for Wandering Scavengers (see below) who will arrive 
on a roll of 1-4. 


2. The release of a mist that will cut the HPT of all those 
in the room by half. The mist dissipates after three com- 
bat rounds and will not affect Wandering Scavengers 
summoned by the siren until their second round engag- 
ing the delvers. 
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Scoring the game, souvenirs and spell rewards 


If the characters make it back to the Margrave, calculate the scores according to 4142 with the following modifications: 


e Ignore the scoring for paragraphs 419, 995, and 4162 using the following table instead to determine score bonuses 


Character/Disposition Found, but killed or NPC talks, butis Returned alive to 


departed without dead or gone by Margrave 
talking adventure’s end 
Wounded dwarf 2 4 10 
Elf mage 2 3 8 
Hobb mage 2 4 6 


If both mages make it to the Margrave, award players an extra +5 points 
e Award one point for every found souvenir (see below for details) 


e Use the following reward tiers instead of those listed at 4142 


Total Party Score Paragraph 
9 or less 149 
10-19 179 
20-29 4119 
30+ q91 
Souvenirs: 


The Batkin and the Goblins (see Wandering Scavengers for details) have picked up various bric-a-brac such as: 
e Khellad spiritual pamphlets 


e Love notes from significant others 


© Pins? from various Skyship ports 

e Empty hip flasks 

e [llustrated breathing exercises for those who panic at high altitudes 

e Tickets (both stubs and for upcoming show) to Dwarven theater performances back home 
e Insurance policies for Skyship crashings 

e@ Guides to what’s edible and safe for dwarves in goblin cuisine 


e Batkin and Robber comics 


As mentioned above, they are worth one point each as they are of some use to the Margrave’s intelligence services given the closed 
nature of Khellad society. 


2 Think pins from the Olympics, or Russian znachki. 
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Spell rewards: 


The Wizards Guild keeps its promises and will teach the total 
number of spell levels to the party based on information brought 
back: 

NPC STATUS Total spell levels awarded 


Elf or hobb found but fight player 2 
or escape without talking: 


Neither elf or hobb return to 5 
Margrave, but one at least talks 


Elf or hobb return to Margrave 4 
Elf and hobb both return with 9 
players 


Add 1 level for each of the paragraphs reached: 70,9130, 


4150,9161 


UNHINGED Fighting 


Many combatants in this adventure enter combat already battling 
cold, hunger or an all-encompassing need for revenge and will 
fight UNHINGED. The details of what triggers UNHINGED 
fighting are listed under their descriptions, but UNHINGED 
fighters: 


e Not only do spite damage, but re-roll and add all results of 1. 
e Are immune to spite damage from opponents. 


e Fatigue, quickly: each round after combat resolution, UN- 
HINGED fighters lose 5 MR / 3 STR. Neither penalty can 
take MR or STR below 1 at which point the UNHINGED 
will fight normally. 


Fighting UNHINGED or not is never an option. If players wish 
to play characters prone to it, they must agree to triggers with the 
GM (preferably during character creation). 


Wandering Scavengers 


Ignore all directions to go to 4160. Instead, whenever the players 
enter a room (i.e., 410,930, 950,970,990,9130) for the first time, 
roll two D6 behind the GM screen. 


e The first die determines whether there is an encounter, and 
unless otherwise noted, encounters occur ona 1 


e The second die determines its nature, accordingly: 


Roll Scavengers 
1-2 Arctic Wolves 
3-4 Goblins 
5-6 Batkin 


Arctic Wolves 


Khelladar skyship crew are well-fed, so there’s plenty of fresh 
meat on those dwarven corpses and they’ ve attracted predators. 


Strength and composition: 


MR 35. Pelt absorbs 2 hits? 


Strategy: 


e The pack immediately attacks, fighting UNHINGED, but not 
taking the fatigue penalty until after the fifth turn. 


e The wolves will pursue delvers unless one of the characters 
or NPCs is unconscious, dead, or otherwise consumable. 


Adventure Points and Loot: 
e Each wolf is worth 1 % times its MR in AP. 


e Pelts are worth (5 - # of rounds combat lasts, minimum 1) in 
GP. 


Goblins 


As Khelladar airships often use goblin encampments for target 
practice, goblins from miles away are showing up at the crash 
site, if only to gloat. 


Strength and Composition: 
Use the table at 4165 to determine party composition. 
Strategy: 


e If goblins are already in the room, they will immediately at- 
tack. If they are in an adjacent area (as may be the case when 
delvers in a room trigger the spell alarm), they will attempt a 
surprise attack when they have the greatest advantage. 


e They will fight more bitterly at the end, doing spite damage 
on a roll of a 1-3 once their CON drops below 5. 


Adventure Points and Loot: 
e 30AP for each (multiplied by scaling factor). 


e They (collectively) also have a 2 in 6 chance of possessing 
one item from 9152. 


e Each goblin also has a 1 in 6 chance of possessing a sou- 
venir. 


3 Adapted from Steve Allen’s entry in the upcoming Orpinverse M!M! solo anthology, Catch a Falling Star 
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The Batkin* 


They are small—a bit bigger than a Fairy but smaller than most 
Dwon-, they fly, they have a nasty (and well-earned) reputation, 
and their society is more organized and educated than anyone 
would expect, closer to fairies than simple bats (though don’t let 
the fairies hear you say that...). 


Batkin Strikers: 


CON 16, COMBAT ADDS 8. 

Wings = 5 points of armor. They fight with cutlasses (3D6+3) 
and carry size-appropriate shortbows (1D6+4 damage). 

Their blades and arrows are covered with venom which reduces 
STR derived combat adds by half for the next combat turn. 


Batkin Captain: 


CON 20, COMBAT ADDS 15. 

Wings = 8 points of armor. They fight with falchion (4D6+4) and 
swordbreaker (2D6). 

Their weapons are also covered with Batkin venom as described 
above. 


Batkin Stage Mage: 


CON 10, COMBAT ADDS -1. 

No armor. Armed with a 2D6 dagger. 

BIS (Batkin Intelligence Services) knows about the Khellad 
magic wards, so instead of an actual spellcaster, they’ve sent a 
stage mage armed with three each of the following potions (in 
glass vials that activate upon shattering): 


e Boom Bomblet: Effectively a 2nd level Boom Bomb spell 
in a vial: it does 20 points of damage divided among targets 
and counts toward HPT. 


e Smoke Bomb: Those who inhale must make a L2SR CON 
or lose all DEX and SPD adds for the number of rounds they 
miss the roll by. Effects do not stack, and the smoke dissi- 
pates after one round. 


Stage mages will strike only with their potions if the Batkin can 


surprise the party (If they can, roll one die: 1-4 result in boom 
bomblet, 5-6 smoke bomb) Otherwise, there’s too much risk of 
hitting their own. 


Stage mages prefer to stay out of melee combat but they’re not 
cowards (or they’re simply more afraid of their superiors to flee) 
and will cover the retreat of their companions. 


Strategy: 
Before they engage in combat, roll for special items (see Adven- 
ture Points and Loot) if the Batkin has one: 


1. It will be with the captain. If there’s no captain, the stage 
mage will have it. Otherwise, a random scout will have it. 


2. They will use it if applicable. 
3. They will flee after two rounds, not three. 


As suggested above, if they lose more than three rounds in a row 
or one of their party goes down, they will flee, giving the players 
one round to launch missiles (L2SR DEX due to range and 
Batkin size, L3SR if the party is dealing with a smoke bomb’s 
effects) 


Strength and Composition 


Roll 1 die: 
Die result Composition 
1-2 3 Scouts 
3 1 Stage mage, 2 scouts 
4-5 1 Captain, 2 scouts 
6 1 Captain, 1 stage mage, 1 scout 


Adventure Points and Loot: 


e Scouts are worth 60 AP, Captains 120 AP, and Stage Mages 
80 AP. (All multiplied by scaling factors). 


e The party has a 1 in 6 chance of possessing an item from 
q152. 


e Any Batkin not possessing a special item has a 1 in 6 chance 
of a souvenir. 


4 NB: their presence is the one significant addition to “The Skyship of Lord Orink”. They play a substantial role in many of Sid Orpin’s as yet unpub- 


lished adventures. 
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NPCS 


The Dying Dwarf 


From 439, the chief engineer? of the Skyship. 


Status: His CON is 4 out of 22 and no matter what the players 
do, he’s not going to be in fighting shape or even able to move 
without help. 


If players bind his limbs — or knock him out — hoping to carry 
him back to the Margrave, they must decide which of them is the 
primary caregiver: that character will need to make a LISR LK 
for every room they drag the dwarf through, and three more upon 
leaving. With each failure the dwarf loses a CON point. 


A Poor Baby spell or some of the healing powder from room 
4145 will stabilize him, eliminating the need for SRs. 


Behavior: 

The dwarf will attempt to use the explosive globe if: 
e Either of the mages are with the party, or 
e The players act hostile, or 
e They refuse to kill him (as per the solo). 


In this case, anyone who makes a L1SR SPD will have an action 
to stop him and if the globe explodes, it will hurt the delvers as 
per the solo, but won’t destroy the ship. 


Elf mage 
Status: As per 69 
Behavior If players attack, or colos- 
sally muck up the initial encounter, she 
will fire off a L2 TTYF at whoever 
seems to be the greatest obstacle to her 
escape and then she’ll run. If the party 
gives chase, only those who make a 
higher-level SR on SPD than she does 
can engage her for round two. (And 
don’t forget to roll for Wandering 
Scavengers when the spell alarm 
goes off). OG 

“/] 
the party at least until the end of 
the adventure. Her Poor Baby 
spells can stabilize the dying dwarf (see 
above)—but it will take a lot of convincing. (She once believed in 


better relations between dwarves and elves, so her enslavement 
has made her that much more bitter.) 


In all other circumstances, she 
may be convinced to stay with 


Her knowledge of the ship is limited to her role as battery and 
that the alarm system exists, calling it something “Stolen and per- 
verted from our scholarly heritage.” 


Note: She knows Teacher, something especially valuable in case 
she meets... 


5 GM is encouraged to go full James Doohan in playing him. 


Hobb mage 


While her stats have her pegged as a level 2 mage, she is barely 
past childhood and has no formal training — in fact she was on the 
way to the academy when Batkin kidnapped her and sold her to 
the dwarves. Her knowledge of the ship is limited to her role as 
power source. 


She knows no spells from the rulebooks, but while working for 
her father, a cutler, she developed one, called sharpening. For six 
WIZ it doubles a blade’s dice for five rounds of actual combat 
use (i.e., she could cast the spell and it could stick for days). 


Status: Mage LVL 2 


STR 8 DEX 16 LK 15 SPD 16 


CON 4/22 WIZ 20 INT 14 CHR 12 
Adds +11 (+16 if fighting with a knife® but only has 1D6 


with fists) 


Behavior: TEEN FURY PERSONIFIED: If called on to fight 
Batkin, she will empty her WIZ into whatever spells she’s been 
taught, then fight UNHINGED even if neither seems necessary. 


Note on the two mages: They have had little contact with one 
another, and neither will discuss why they’re alive nor anything 
about how the one human kremm source is a desiccated corpse. 


Section 2: Paragraph notes 


Getting to the skyship 


432. Traveling: 


Instead of a full escort party from the Margrave, the players get 
one scout, who cannot fight. (i-e., there will be no rescue after 
three rounds) the (# of party members - 1) uruks that will attack. 


The uruks have a lot of tribal decorations (necklaces, scarves, 
clan bracelets) that aren’t worth much on the open market, but if 
the players wear them, the GM may wish to keep that in mind in 
encounters with goblins and the NPCs (first impressions and all 
of that). 


41. Just outside the wreckage: 


Rather than a Dwarf sniper, players will face (# of party members 
+ 1) Batkin snipers (Use the basic Batkin striker for these but do 
not adjust for party strength). If the party attempts to fight with 
missiles and magic, the Batkin will attempt to flee after at least 
two of them are down. 


If any escape, start the countdown at 50, not 60 ticks, with the 
Margrave’s escort suggesting that escapees will alert the Khel- 
ladar who will pick up the pace. (In fact, within the narrative, it is 
the escort’s prime purpose to inform the players of roughly how 
much time they have once they’re about ready to enter the sky- 
ship) 


6 +16 if fighting with a knife. Designer's fiat to better fit in with the character 
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In the Skyship 
410. Front Cabin: 


NB: If the ship lurches in any direction, any Wandering Scav- 
engers waiting to attack will strike, with the players’ % HPT 
penalty automatically applying the first round. 


e ((61)There is the teeniest aroma of alcohol off the Dwarf. 
Also a few empty packets with symbols and colors identical 
to those (now in ceramics) in the Front Port Cabin (730). 


@ (§61) The belt buckle itself is not magical but make a note if 
any of the characters wears it (around their neck, on their 
belts...) as it will affect NPC reactions, and both Batkin and 
Goblin scavengers will identify the wearer as party leader, 
regardless of which character looks the most dangerous. 


(4136, 93) If a player fails the L1SR STR, the lever is stuck. 
If the same or another wishes to try to push the lever, have 
them make a L3SR STR. 

As soon as someone succeeds, have them make a L2SR LK. 
If they make it, the lever breaks at the base (and they’re 
spared the lurching). If not, proceed to 43, but those making 
successful L2SR SPD will qualify them for half damage, 
fairies automatically having their damage halved and further 
reduced by half again upon a successful SR. 


(4116, 924, 9127, 9114) The left-hand knob: let each party 
member attempt the SR, but for each who does, check for 
Wandering Scavengers if none are waiting outside the 
room to ambush the party. If there are any waiting they will 
gain a surprise attack per M!M! rules. 


430. Front Port Cabin 


The goblins are there, so follow instructions at 4165 as if an even 
number was rolled and do not roll for Wandering Scavengers. 
Afterwards: 


@ ({106) Instead of packets, the powder comes in little ceramic 
dishes containing roughly 3 tablespoons (i.e., doses) of pow- 
der in each. The “jitters” caused by any of them will cause 
them to fall and shatter — immediately necessitating a Wan- 
dering Scavenger roll. 


(498, 1129) Searching the dwarf corpse yields automatic suc- 
cess. 


(9155) Once freed, the stove demon will run away and ig- 
nite the gas balloon at 4148. 

If the players are dwarves, wear any Skyship gear, or show 
signs of hostility to the demon (including using the control 
device found on the dwarf), it will encourage them to chase 
or follow, so they will be caught in the blast. If not, it will 
gesture (for it is mute) for them to stay where they are (it’s 
the closest demons come to gratitude). 


7 This is entirely Dave’s doing. Do not blame Sid. 
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450. Captain’s Cabin 


e Do not make a Wandering Scavengers roll the first time 
players enter this room. 


e The elf mage from {69 (see NPCs) is here. Players will have 
a heads-up that the room is occupied upon approaching it: 
they hear her spitting out a mouthful of dwarven liquor (As 
weak as she is, her palate retains its sophistication.) 


e The model of the ship is severely damaged in roughly the 
same place as the Skyship is, but this is total coincidence 
(Actually a dirty trick on the part of the designers to delay 
the players who may think there’s some sort of magic con- 
nection: Does the model just represent the damage, they may 
wonder, or if you fix it, will the ship be repaired?)’ 


470. Midship Starboard Cabin 


e Do not make the standard Wandering Scavengers check be- 
cause there is already a full Goblin warband in the room, 
currently taunting the demon. This (for once) allows players 
to get the jump on them. 


The demon will attack neither side during the inevitable bat- 
tle between players and goblins (if the GM is up to it, have 
the demon provide both play-by-play and color commentary 
or at least spectator cheers and jeers.) 


Assuming the players survive the goblins, they’re left with 
the demon, who can talk and will try to negotiate its release. 


The demon shackles are not fully functional: nothing the 
players can do will open them (and an Open Dat will not 
only trigger the alarm but cause the same damage as if the 
character cast it on the hull of the ship.) The demon doesn’t 
know this either, but in fact can and will still break free as 
per 9104. The players are free (if not encouraged) to spend 
ticks interrogating the demon, who will simply lie. 


If any player is wearing the necklace from {129 and makes 
the SR, the effect is limited: the demon does no spite damage 
and rolls one fewer combat dice. 


480. Mid cabin hallway. 


e Players should have access to the ceiling hatch connecting 
the passageway to the balloon (4148). 


o Large dwarven glyphs warning about “Fire” are engraved 
on the hatch. 


© All characters climbing up make a LOSR DEX. Once they 
are in the balloon, the first character to enter the balloon 
must make a LKSR at a level equal to the number of failed 
DEX rolls. If the player fails, a Wandering Scavenger 
will appear in the hall and those inside the balloon will 
need a round to join the melee. 


NOTE: Any Batkin Stage Mage will not use boom 
bomblets this close to the balloon. 


o If players have the Dwarf as prisoner, hoisting him up will 
require double the normal SR level and do double damage 
if it fails. No matter what, he will warn them about fire, 
potential explosions. (His love of the skyship surpasses 
loyalty to Khellad.) 


490. Midship Port Cabin 
e If a locker is fused: a player may use a weapon to try to open 
it with a L3SR STR. Whether the roll is a success or failure: 
o If the weapon is edged, player must make a L2SR LK to 
avoid the weapon permanently losing (# missed by) adds. 
o If the weapon is not edged, the player must make a L1SR 
LK to avoid damage accordingly: 


m 928 The furs are a mess (some idiot put an inkwell in 
one of the pockets). They’ll keep the player warm but 
will no longer provide concealment. 


m@ 994 Cutlass: jewel and pommel are cracked. Worth only 
5GP. 


m@ 9111 Wings are unbalanced. Lose all DEX combat adds 
when trying to fight with them. 


m@ §135 Vambraces and greaves bent out of shape. Players 
must make SPD Saving Roll at one level higher than 
whoever is attacking with missile weapons. 


Breaking into lockers is noisy and time consuming. Make Wan- 
dering Scavenger rolls for each attempt (unless they’re trying to 
break into all at once). Also, if players get all four items — dam- 
aged or not — there will be a Batkin party ready to attack once 
players re-enter the corridor. 


4110. Aft Port Cabin 


e Ignore the goblin check, but still roll for Wandering Scav- 
engers the first time here. They will be there on a roll of a 
one or a two but treat wolf encounters as no Wandering 
Scavengers. 


e The living prisoner is the Hobb woman. See NPCs. 


e As for the corpse: Feel free to add the words “drained” or 
“desiccated” to your descriptions.® 


9130. Aft Starboard Cabin 


e Ignore the goblin check, but still roll for Wandering Scav- 
engers the first time here. They will be there on a roll of a 
one or a two but treat wolf encounters as no WS. 


e Important: the Dying Dwarf NPC (previously found on the 
Random Encounter table 439) goes here. 

e GM reminder (for the players too): The ship crashed! It’s 
broken! Even if the players manage to run on the treadmill, 
hook up a mage to serve as a kremm battery, and learn the 
controls, it still won’t function beyond what’s in the solo. 


4148. In the balloon 


e If the balloon is ignited, it will not lead to immediate 
endgame as per the solo. However: 


© Those present in the balloon will take 4D6+2 damage as 
noted. Those in the corridor beneath the hatch ({80) take 
1D6+2. 


© The ship is fire retardant, not fireproof, so there will be a 
lot of smoke for 10 ticks. 


m All SRs during that time are at one higher level 


m All HPT’s are halved unless players can make L1SR on 
current CON 


m@ Replace all Wandering Scavenger rolls that result in 
Batkin with arctic wolves. (The batkin won’t fly in that 
smoke, but the smell of barbecued delver and dwarf 
travels!) 


© Reduce the clock by 10 ticks or cut the remaining time in 
half, whichever leads to a greater number of remaining 
ticks (Khellad dwarves see the smoke and double time it, 
but they can’t magically appear.) 


© The first player to exclaim “Oh the humanity” gets 150AP 
and permanently loses 2 pts of Charisma.? 


4150. Stern platform: 


e As in the Aft Port Cabin (110), roll for Wandering Scav- 
engers but treat results of wolves as no encounter. 


e The windmill does not do “reverse” so while it turns easily 
clockwise (i.e., viewed from the exterior of the ship) at- 
tempting to turn it counterclockwise will make a lot of noise. 
If there are no Wandering Scavengers waiting outside, roll 
for them. 


8 Any in-game reference to the movie Lifeforce will earn you our forever respect. 


9 Again, Sid had nothing to do with this 
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Section 3: Additional Materials 


Special Parties 


Players are expected to roll up their own characters — except for 
the Famous Monsters™— but the special rules apply only if they 
are uniform in kin (i.e., all fairies, dwarves or goblins) 


Fairies 

FEF - Faneffoil’s Elite Forces 

Where there are Batkin there are hopefully fairies to keep them in 
check and the security forces of Solihar and Cerinor cooperate in 


ways that provide straightforward benefits to both parties and 
plausible deniability if something goes wrong. 


You may be “fairies on loan” but as far as the world is concerned, 
you’re just another group of mercenary adventurers. 


Special rules: 
e Final score modifiers based on engaging Batkin: 


© -3 if any escape, with -1 more for each special item (from 
4152) they have with them. 


© +2 each for any scout captured, +4 for stage mages and 
captains. 
e All Batkin fighters fight UNHINGED. 


e If player spellcasters can make CHA SR’s at their own level 
they can convince the Elf mage (69) to teach them a spell. 


Dwarves 


DLF-Dwarven Liberation F’s (they can’t decide if 
it’s Front, Fighters, or F—s) 

True believers? Rabble rousers? Criminals — political and/or 
civil? All that matters is that you and the Khellad authorities have 
more than enough justification to want each others’ heads, not 
even on pikes, but stuffed with poison herbs and fed to goblins in 
a stew. 


Special rules: 
e The dying dwarf ({39) will immediately try suicide upon 
seeing the party. 


e The other NPCs will be immediately uncooperative (trying 
to escape as per the solo), and the only way to score points 
from them is to knock them unconscious and carry them to 
the Margrave. 


e All found weapons and armor wielded by DLF parties will 
have +2 adds, + 2 points of protection. 


e All goblins will fight UNHINGED, but not suffer fatigue 
penalties until after the third round. 


Goblins 
GRS-Goblin Revenge Squad 


Orphans, widows and widowers — or just victims of the Skyship 
raids. Contracted by the Margrave’s people, they are under a 
magically enforced contract to ensure plausible deniability. 
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Special rules: 


e Players may not keep any items from the ship, including 
souvenirs. If they decide not to return to Solihar, a 9th level 
(for the purposes of removal) GEAS reduces their CON by 
1/4 each, permanently. 


e The Silhillians will award them an extra 10% cash at retail 
value for all recovered items. 


e All party members will get an additional 10% of gold value 
of recovered items as an AP bonus as well as 5 GP for every 
souvenir. 


e Upon encountering any goblins, the players may sue for 
peaceful disengagement if anyone makes a L3SR CHR be- 
fore combat and dropping by one level (MIN 1) for each 
combatant on either side knocked unconscious or killed be- 
tween rounds. 


FAMOUS MONSTERS™ 


Who needs Abbott and Costello to ex- 
plore the Skyship when we have these 
displaced individuals? It’s simple: they 
make a good faith effort (i.e. explore the 
Skyship) and the Margrave’s mages will 
teleport them back where they came 
from. 


(And of course, players are not bound by 
classic gender representation—shoot, the 
Bride of Frankenstein’s hair alone would 
still justify the size penalties) 


Special Timing Rules: 
e Party arrives at dusk and the moon is out. 


e Dracula is at 4% STR during the first 10 and last 10 ticks of 
the game. 


e Every six ticks (we suggest using a die to keep track), there 
is a 1-3 chance the moon goes behind a cloud and the were- 
wolf reverts to human status for 1-3 ticks 


Frankenstein’s Monster 


STR 40 DEX 6 LK 10 SPD 5 


CON 25 WIZ 15 


Personal Adds: 28 


Attacks with swinging arms for 4D6 + Personal adds 


INT 5 CHR 14 


Special rules: 
e Immune to Batkin smoke bombs (necrotic lungs can’t hurt 
any more) and alarm mist 


e Will panic during the spell alarm siren. If fighting while it’s 
going on, teammates must make L1SR LK to avoid 1D6 
damage off CON every combat turn it’s blaring. 

e Cannot, will not fight flame demon from 9155 


e Frankenstein is so slow that they fight at /% combat adds ev- 
ery other round after the first 


e Failing any DEX or SPD SR is considered a FUMBLE 


e Height is an issue (this is a skyship built for dwarves after 
all). When fighting in corridors, the player must make a 
L1SR LK every round or else spite damage is applied to 
companions. 


Werewolf: All stats given as wolf form (human form) 
STR 17(10) DEX 14(10) LK 10(10) SPD 15(10) 
CON 15(9)* WIZ 10 (10) 


Personal Adds: 14(0) 


Attacks with 4D6 + personal adds (2D6 + 0 as a human who can- 
not use weapons more than 3D6) 


Special rules: 
e If fighting in wolf form while the magic spell siren is blar- 
ing, will fight UNHINGED. 


e If in wolf form, player can attempt to intimidate arctic 
wolves by making a CHA SR at a level equal to their num- 
ber. If the player fails, the wolves get an extra combat die for 
the duration of combat. If the player succeeds, they will flee 
when they have lost /% of their collective MR. 


INT 5 (12) CHR13(7) 


e Wolf form always begins at 15 CON, however, damage in- 
flicted on wolf applies to human form and is cumulative, so 
it’s possible, maybe likely, for a reversion to human form to 
be fatal. 


Final Thoughts and Thanks 


Dracula: All stats given at full strength, in humanoid (not a 
bat) form 


STR 20 #£DEX 10 LK 10 SPD 22 


CON 13 WIZ 18 INT 15 CHR 15 


Personal Adds: 18 
Attacks with fang and claw for 3D6 + personal adds 


Special rules: 


e Knows the following spells (all cast at base cost, regardless 
of level): Lock Dat!, Open Dat! Git Outta Here, Obey 
Me! 


e May turn into MR 15 bat at any time. Damage taken while 
being bat applies to human form. 


e The first time the player turns into a bat, a Batkin party of 
one Captain and two stage mages will appear, ideally to im- 
mobilize the bat, take it away. 


e The first time the player turns into a bat, a Batkin party of 
one Captain and two stage mages will appear, ideally to im- 
mobilize the bat, take it away. 


e Instead of normal fighting, Dracula may attempt to seize op- 
ponent and start drinking. Must make a SPD SR at oppo- 
nent’s level. If successful, HPT is /% — and can only apply to 
defense (so if Dracula’s contribution to the party is what 
puts them over their opponent’s HPT, the party does no dam- 
age). The victim is immobilized and the player converts 4 
remaining CON/MR (calculated at the time of the initial 
bite’®) per round converting it to player’s to player’s choice 
of CON or WIZ. 


Mummy 
STR 22 DEX 6 LK 18 SPD 6 


CON 15 WIZ 27 INT 18 CHR 14 


Personal Adds: 16 


Fights with a khopesh (curved sword) for 3D6 + 5 + adds 
Armor (combination of bandages, magic): 10pts 


Special rules: 
e Knows Sux to Be You. 


e Mummy’s curse: at the beginning of every turn after the 
first time the mummy takes damage in a fight, it will auto- 
matically expend 2 WIZ and opposing forces to lose 5 com- 
bat adds until the player is drained of WIZ or combat is over. 


As someone who finds the gap between solo and GM adventures rarely worth the effort to bridge !', my desire to write this guide was 
as much of a surprise as was my delight with Sid’s encouragement for and patience with my expansions, be they serious or gonzo 
(y’all keep the galley stove demon away from the Bride of Frankenstein’s ‘do, 0.k.?). 


He is the best. 


And a special thanks to Steve Allen for help with general comprehension and the UNHINGED rules. 


* See Special Rule 


—Dave 


10 (calculated at the time of the initial bite) We’ll work Zeno’s paradox into a future adventure...maybe 
11 That said, for GMs wishing to do the same with this issue’s Formication, my one suggestion is that you make the party a chain gang. 
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SCALE: 1 SQUARE = 2.5' 


Skyship Diagram Key 


A: Cockpit (10) 
Contents: Control Panel (116) 
Exits: Aft to 40. 


B: Captain’s Cabin (50) 
Contents: Desk (138) 
Decanter (82) 

Exits: Port to 40. 


C: Galley (30) 
Contents: Stove (155) 
Dwarf (98) 

Exits: Starboard to 40. 


D: Treadmill (70) 

Contents: Caged Demon (146) 
Porthole (132) 

Exits: Port to 80. 


E: Bunk Room (90) 
Contents: Lockers (141) 
Rest of Room (38) 
Exits: Starboard to 80. 


F: Electrolysis Tank (130) 
Contents: Metal Dome (35) 
Glass Tank (59) 

Exits: Port to 120. 


G: Prison Cabin (110) 
Contents: Cage (Hobb) (48) 
Exits: Starboard to 120. 


H: Propulsion Unit (150) 
Contents: Restrained Human (56) 
Exits: For’ard to 120. 


a: For’ard Compartment (40) 
Exits: For’ard to 10. Starboard to 50. 


b: MidShips (80) 


Exits: For’ard to 40. Starboard to 70. 


c: Aft Compartment (120) 
Exits: For’ard to 80. 


Starboard to 110. 


Dead Dwarf Pilot (61) 


Display Case (4) 
Porthole (132) 


Cupboard (106) 


Through hole in wall to 5. 


Podium (88) 


Through Main Door to 5. 


Wooden Box (2) 
Porthole (132) 


Cage (Human Corpse) (7) 


Propellor (43) 

Port to 30. Aft to 80. 
Port to 90. Aft to 120. 
Port to 130. Aft to 150. 
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